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Depression hurts. Fighting Force and Tomb Raider II can help. 


SIGNS AND SYMPTOMS 


OF DEPR 




SION 


l 



i 


Persistent sadness and or irritability 



-■7TJ 



Jl 

) 


Recurring thoughts of how much 
better life would be if you had 


Fighting Force or Tomb Raider II 



Statements such as, "I'm bad 


I'm stupid. No one likes me 


// 



When depression strikes , immediately seek the help of a 
trained professional at your local video aame store 
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Wiping secretions 
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Research shows that the leading cause of depression 
among gamers is a noticeable lack o Eidos games. 

Fortunately, this deficiency can be treated both safely 

and effectively with games like Fighting Force 
or Tomb Raider II. But early intervention is crucial. Or else, 
its only a matter of time before they threaten to do something 
really stupid, like go to therapy. 




INTERACTIVE 

You’ve been warned. 

www.eidosinteractive.com 


TO RECEIVE PLAYING TIPS, CALL THE EIDOS HINT LINE (900)773-4367. Cost of call $0.95/minute. Must be 18 years or have parents permission.Touch tone phone required. 





1998 Eidos. Fighting Force, Tomb Raider 2, and Eidos Interactive are trademarks of Eidos Pic. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc, 





































































D here's no 
denying 

that 1997 was a slow 
year for fighting games. Sure, 
there were a couple of good titles, such 
as Bushido Blade , Soul Blade and the typ¬ 
ical Street Fighter releases, but that was just 
about it. Out of the small number of fighters 
released, those were the only really good 
ones. So what happened? Did game 
developers finally run out of good 
ideas? Are fighting games fading out? 

The answer is a resounding 
"NO." We really can't put our finger on 
why things happened the way they did in 
'97, but what we do know is that it ain't 
gonna happen again in '98. In these first 
few months of the year, we're already see¬ 
ing loads more quality fighters than was 

► Sure, Dead or Alive is famous for its loveiy 
female fighters, but the gameplay is rock-solid. 


released in all of last '97. Big-name games 
like Tekken 3 and Mortal Kombat 4 are 
sure to make big waves, and Tecmo's 
awesome Dead or Alive port is really 
looking hot on the PlayStation. Sony is 
trying its hand with Cardinal Syn and 
Bloody Roar and of course Capcom can 
always be counted on to deliver the 
goods, with Street Fighter Vs. X- 
Men and Marvel Super Heroes 
ready to go. And we haven't 
even gotten to Spring yet! 

As rabid fighting game 
fans ourselves, we here at 
PSM couldn't be happier 
about the future of the genre 
in 1998. So grab a pad and get 
in line, 'cause I'm callin' first! 
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A Tecmo's Dead or Alive graces our cover this 
month, and you can find it on pages 34 and 64! 


▲ Tekken 3 could easily end up the best-looking 
game of '98. Check out our update on page 12! 


A Capcom is dose to bringing home Street 
Fighter Vs. X-Men. Scope it out on page 14. 


A If you want something a little different, you 
can't go wrong with Bloody Roar on page 92! 
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issue, we match the best 
games with today's hottest il¬ 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag¬ 
azine at the highest possible level. 

This month, we were lucky 
enough to nab J. Scott Campbell, 
who many of you will know from his 
outstanding work on Image Comics' 
Gen 13 series. He is famous for his 
excellent skill at drawing women, so 
he was the perfect choice to illus¬ 
trate the lethal ladies of Dead or 
Alive. If you like what you see here, 
then be sure to check out his up¬ 
coming new series, Danger Girl! 
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Chris Tyberious State Editor-In-Chief 
Charles Frohman Managing Editor 
Stephen Frost Editor, Reviews & Previews 
Noah Massey Editor, Codes & Strategies, Features 
Blake "New Guy" Fischer Editor, News 
Eugene Wang Art Director, Dream Maker 
Gary Liew Graphic Designer 



Editorial Contributors 

Christian Svensson, Randy Nelson, Craig Harris, 
Dan Egger, Francesca Reyes, Jana Massey 


Photography & Artistic Contributors 

Aaron Lauer. Gerrard Serrano, Robert DeJesus 


Cover Illustration 
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Likes: All types of games 
Hobbies: Comics, Basketball, 
Movies, Animation, Music 
Finishing Move: First! kicks ya 
in the gut when you're not 
lookin', then l run away with 
your bike. I give it back, though. 


LI 


Likes: Fightii 
Hobbies: Amme, 

Comics, Seven-ol 
Finishing Move: I've finally per- 


lighter and an aerosol can. Can 
you say "Hadoken"? 



Noah 

Strategy Editor 
Likes: Racing, Simulations 
Hobbies: DJ-ing, music 
Finishing Move: l throw rocks 
at ya.! start out with the small 
ones, then work my way up to 
the heavy stuff. Nothin' beats a 
good old-fashioned stonin'! 


Sill -P-hris 

Japanese Correspondent 

Likes: Flight Combat, Fighting 
Hobbies: Hong Kong Action 
Finishing Move: Crazy-ill supa- 
flyin' jump-kicks, cheese-grater 
to the skull, and GUILLOTINE 
LEG DROP TO DA FLOOR! 
ECW! ECW! ECW! ECW! 



J. Scott Campbell (artist), Alex Gardner (inker), Ben 
Dimagmaliw (colorist) 



Brian Olshever National Ad Manager 
Julie Fisher Sales Development Director 
Katie Cole Ad Coordinator 

J.C. Stan dish Marketing 

► Production 


Richard Lesovoy Production Director 

Mark "So Money" Eastwood Production Coordinator 




Likes: Shooters, Racers, Fighters 
Hobbies: Screenwriting, Game 
Design, Classic Games 

Finishing Move: My "Bike- 
ality" had everybody else 
screaming "cheese!" but like I 
says, "You shoulda blocked." 


Si Caihi-Caan 

Japanese Correspondent 

Likes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 

Finishing Move: You wanna 
know my finishing move? Then 
you gotta buy my moves list. 
This stuff ain't free, kiisama! 



► imagine Media, Inc. 


Doug Faust, Publisher 

Jonathan Simpson-Bint President, Imagine Games 
Tom Hale Director, CD-ROM Development 
Holly Klingel VP Circulation 

Brian "Tomba" Hostetler Hardware Hero 
Tom Valentino Vice President/CFO 
Chris Anderson President/CEO 

Far Advertising Inquiries, Call: 


Brian Olshever National Ad Manager 
phone: 805.778.1505 
fax: 805.778.1525 

► Circulation 


Kate Bailey Circulation Manager 
Peggy Mores Fulfillment Manager 
Bruce Eldridge Newsstand Director 
Thea Selby Newsstand Manager 
Terry Lawson Newsstand Analyst 
Gen Tanabe Online Subscription Manager 

PSM—100% Independent PlayStation Magazine is 
published monthly by Imagine Media, 150 North Hill 
Drive, Brisbane, CA 94005, USA. Application to mail 
2nd class pending at Brisbane, CA and additional 
mailing offices. Newsstand distribution is handled by 
Curtis Circulation Co. Basic subscription rates: one 
year (12 issues) S20 U.S., Canada $34 U.S. Prepaid 
funds only. For customer service write: PSM, P.O. 

Box 52073, Boulder CO 80322. POSTMASTER send 
changes of address to PSM, P.O. Box 52073, Boulder 
CO 80322. Imagine Media also publishes Ultra Game 
Players, Next Generation, PC Gamer, The Net, 
MacAddict and Boot. Entire contents copyright 1997, 
Imagine Publishing, Inc. All rights reserved. ‘ 
Reproduction in whole or part is prohibited, imagine 
Publishing, Inc. is not affiliated with the companies or 
products covered in PSM. 

PRODUCED IN THE UNITED STATES OF AMERICA. 
CPC int'i Pub Mail # 1195484 


For super-cool bikes, look up Frisco Freestyle! 
(415) MON-STER f www.friscofreestyle.com 
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Hears a lot of excuses. Makes 
a lot of threats. Rides his trike. 

Finishing Move: 

After I'm done cold lampin', I just pick 
up my bat and start to swingin'. I don't 
have any fancy names for it or nothin', 
but it sure does hurt. 

Charles' Quote of the Month: 

"Pedals are for chumps." 



Finishing Move: 

It's kinda like the old "Flying Guillotine," 
only I use my mouse. When you first 
see it cornin’, you don't know what to 
expect. And then—CHOP! Too late! 

Eug's Quote of the Month: 

"Whaddaya mean that's the only 
bike left?" 



What he does: 

Stays late hours 
designing kick-ass 
pages for the top 


PlayStation mag. Crashes a lot. 

Finishing Move: 

First I lull you into a false sense of secu¬ 
rity by making your favorite dessert. 
But when you bite in, it's all filled with 
rat poison, baby! 


Gary's Quote of the Month: 

“Hey, leave some room for dessert!" 
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ISSUE NUMBER 7 
MARCH I99B 



Are you up to the horror of 
Resident Evil 2? The 
game of the year is 
here, and it's frig- JjgL 
gin'HUGE!!! If you 
ever want to get out ~ 
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gonna need our help. And we 
have more heip than you'll know 
what to do with! 


^ . ■ r _. ^ 


That's right, we're not finished 
with Tactics yet! We've got 
another load of top-secret strate- 
i gies, items, and tips to drop on 
I you this month. This game just 
P doesn't want to end! 
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You'll have plenty of moves to learn in Bloody Roar 
before you can master this beast of a game! Our 
guide not only includes every move for every char¬ 
acter, we also have quite a few useful strategies 
to help out. We'll even show you how to unlock ® 
some of the cooler features of the game, so get H 
ready to get savage! ffY 


Riven picks up where Myst left off, and the ™ 
game's quality has been much improved along the 
way. The world of Riven is huge, so to get through it 
all in this century you just might need some help. Our 
walkthrough will get you through any tough spots 
and take you ail the way to the end! M 
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We've got loads of great new PlayStation games for you to see. 
If you're half as excited about the PlayStation as we are, then 
there's no time to spare! Just use the list below to go directly to 
the games you're interested in: 


Monopoly. 

Ninja. 

Point Blank.... 

Running Wild.. 

Reboot... 

Resident Evil 2... 

Riven.. 

SaGa Frontier. 

Skull Monkeys. 

To iti ba *i.«**■■■.«. 

X-Men: Children of the Atom 


Bloody Roar...pg. 26,92 

Crime Killer. pg. 40 

Dead Or Alive.pg. 34,64 

Duke Nukem: Total Meltdown.pg. 24 

Einhander.pg. 45 

Final Fantasy Tactics.pg. 25,62 

GranTurismo. pg. 46 

Grand Theft Auto...pg. 42 

Klonoa. pg. 26 

Mega Man Nova.pg. 43 

MLB '99.. ...pq. 39 


The latest PlayStation news and up-to-the-minute info 

► Feature Story: New Character in Tekken 3!.. 

► Yaroze News... 

► Gossip... 

► Nihon Game Otaku!. 


This month's new games, thoroughly tested by PSM experts 

► Flashback/Backlog. PG. 




Cool strategies that you can pull 
out and take with you! 

► Gex 2: Enter the Gecko 

► Monster Rancher 


All the best dirt on tomorrow's hottest games 

Dead Or Alive. 

l> MLB '99 
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► Crime Killer. 
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► Grand Theft Auto. 

► Mega Man Nova .. 

► Einhander...... 

► Gran Turismo.. 

► Tomba... 

► Rnnninn VA/ilH 

I I m II II I I V V ■ I Tb "l i M I I ■ I i 1 » i I I I I t I I i I I I i I I i I I I I * I I i I I 1 f i I I I t I I I I 

► Reboot. 

► SaGa Frontier. 




memory card 


■ 


Keep those saves organized with 
the coolest card stickers around! 


The latest codes for all you addicts 




You've got questions, we've got answers 

► Link-Up.... 

Pause...... 

Fan Art. 

Top This!. 


Ever wonder what the gaming scene is like across the 
Pacific? Our main man Bill Paris is here to give you the 
ultimate lowdown on the world of videogames in Japan 
Bill takes you on a tour of their deluxe arcades, used 
game shops, anime, naughty games, and more! 


r XT'S All > 
600 V IN 
NIHON, BABY! 


A sneak-peek at what's gonna be hoi for next month 
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With his 
little red 
boxing 
gloves and 
huge teeth, 
Gon's got it 
goin' on! 
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A Don't be 
fooled by his 
small frame 
—Gon is one 
tough critter! 






^Flame- 
breath alone 
is reason 
enough to 
pick Gon. 




Gon is from the manga series by artist Masashi Tanaka 


I amco recently unveiled a brand-new character for 
J the PlayStation port of Tekken 3. The character's 
name is Gon, a little dinosaur with a big attitude. His 
special abilities appear to include some nasty flame- 
breathing! Gon is based upon a series of self-titled 


Japanese manga, or comics, oy artist ivlasashi 
Tanaka. In this black-and-white series, Gon is the 
world's tiniest T-Rex, who goes into the world and 
has many misadventures. During his journeys, he 
meets many little animals whom he befriends, 


gloves, however, appear to be Namco's additions. 
We've heard no word on how the character will be 
accessed in the game, so it looks like well have to 
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I ven as you read this, Electronic Arts is hard at work on yet anoth- 

BTE® er incarnation of its popular Road Rash series. Currently titled 
Road Rash 3-D, it's the first time EA has attempted to render the game's 
i graphics totally in polygons instead of sprites. A brand-new physics 
engine is also being developed, one that EA guarantees will bring a much 
more lifelike feel to the game. Despite the new look and feel, the game 
| promises to keep the same great innovations that made Road Rash a hit 
in the first place. Gameplay will still center on high-speed motorcycle rac¬ 
ing where anything goes—including punching, kicking, and the occa¬ 
sional baseball bat to the head of opposing riders. Road Rash 3-D is cur¬ 
rently slated for a late March release. Look for more info next month! 







A Road Rash 3-D goes really, really fast. 
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to 

Q&gataft 

■ J, :■ 


< This poor 
soul didn't 
even stand 
a chance. 
Another vic¬ 
tim eats the 
pavement! 


& Deal with competitors by smashing them 
across the face at high speeds. Sportsmanship? 
Who said anything about sportsmanship? 
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TV show. The X Files. The game is 
being co-deveioped by Chris 
Garter, the creator of the show, 
rhis is vet another move by Sorry to 


t navies 






-e. 


;i. 


1. Tomb Raider 2 (PS) 

2. Diddy Kong RC (N64) 

3. NBA Live '98 (PS) 

4. Crash Bandicoot 2 (P 




•rHw-Py. 


Despite the tough competition, it's no surprise that Lara's on top 
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Crash 2 is a solid holiday hit! 


ti. has generated over 3>zuu mu non 
in revenues from Resident Fvil and 
its licensed properties. This is in no 
small part due to the fact that 
Resident Fvil and the Dunams 
Cut have sold over four million 
copies worldwide. 


Sony tips sped six different 
importers and resellers of pirated 
PlayStation soft ware. In addition, 
it Has sent out hundreds of warn 
mg letters to suspected software 
pirates Software piracy has he 
come quite art issue with the 
PlayStation, and this is Sony’s first 
major step at trying to curb it. 




A Giant mecha combat is one of 
the main draws to Xenogears. The 

combat system is really intense! 

______ _ _ _ 

\ 

V 


A The towns are always populated 
by a large variety of people, which 
helps give the game a feeling of life. 


A While the world map looks nice 
enough, it isn't any more exciting 
than the one used in FFVII. 


A Combat in this game is unique among 
RPGs, and the game's monsters are also 
quite strange—both Square trademarks. 


Dungeon, and we were blown away. The envi¬ 
ronments are fully 3-D, and players can also fully 
rotate them, This is amazing to watch, especially 
with numerous townspeople wandering around 
the environment. One of the unique draws to the 
game is the near fighting-game style combat sys¬ 
tem, which emphasizes player-made combos. 
The playable demo we have reveals very little of 
the story, but with Square behind the wheel, you 
can bet it will be as epic as the rest of its titles. 

With a little luck, this may be the 1998 RPG 
release on par with last year's Final Fantasy VII. 
We'll keep on top of the story and let you know 
more just as soon as we can. 

•4 Eventually, you learn to pilot mechas 
and then lead them into combat. 


• : 
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XT) ere are the best-seller lists for PlayStation software sales in December, 
* * j care of Electronics Boutique. The first list shows the best selling games 
for all platforms, while the second list focuses on just PlayStation titles. 


Top PlayStation Games 

1. Tomb Raider 2 

2. NBA Live '98 

3. Crash Bandicoot 2 

4. NFL Gameday '98 

5. Frogger 

6. Madden '98 

7. Final Fantasy VII 

8. Jet Moto 2 

9. NHL '8 

10. Time Crisis 
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Square's epic new RPG, Xenogears , may 
actually see U.S. shores after ail. 
Originally thought to have religious content that 
would be too offensive to mainstream U.S. view¬ 
ers, Xenogears wasn't originally planned for a U.S. 
release. Now, Square USA has registered the 
WWW domain name ''www.xenogears.com'' 
(although the site was empty at press time}, and 
executive director Hiromichi Tanaka has gone on 
the record saying that he wants to give the game 
a U.S, release. As of now, Square is officially say¬ 
ing that no decision has been made on whether or 
not to bring the game to the States. 

Square recently put out a playable demo with 
the Japanese release of Chocobo's Mysterious 
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The hoops fans have spoken. 





it comes 


hands for a solio hold. With a piece of 
f in each hand, you feel a lack of control 


!y adds to the problem. This claim is little more than 
marketing babble. This concept would have been bet- 
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r*J i riginally thought to be a shoe-in for Working Designs' 

-/ new "Spaz" label, it has recently been confirmed by 

insiders that Square's hot shooter Einhander has been picked up 
by Sony for domestic release. Officially, Sony has been veiy 
tight-lipped about its acquisition of the game, so no release date 
is known. Hopefully, with the minimal amount of translation and 
"localization" required, we won't have to wait too long. 

Einhander is the first in a long list of Square games that are 
expected to be picked up by publishers in 1998. After Square's 
exclusive contract with Sony expired at the end of 1997, it has 


had free reign to pick up 
individual publishers for 
each of its product. With 
Squares proven track record of 
excellence, as well as a large release 
schedule, you can bet that publishers are fiercely bidding for 
each project as it becomes available. To top things off, Square is 
rumored to demand a high guaranteed sell-through to start off 
the bidding, it is a testament to the quality of Square's games 
that there is such interest despite its incredibly high demands. 


Einhander — 
shooter's dreom 




A Einhander's graphics invoke heavy anime 
themes with a flair all its own. 


The red glowing eyes are always your first clue 
that you're not facing a good guy. 


The ability to pick up weapons off of your ene 
mies is Einhander's unique twist. 


► Wolvie and 
Akuma—as 
bad as they 
wanna 


A It's super-villain versus super-villain 
from each of the respective universes. 


A Bison may be tough, but 
nothing stops the Juggernaut! 


A Although you can pick two characters, you 
can only play as one of them all the time. 


fWm o, it's not a 3-D version of Capcom's popular arcade fight- 
iSkm er—it's the newly renamed PlayStation version of the 
original X-Men Vs. Street Fighter. To fit this monstrous memory 
hog into the PlayStation's paltry 2MB of memory, Capcom had 
to change the game a bit, hence the new title. The most notice¬ 
able change is the absence of the "tag-team" mode that was in 
the arcade. You can still choose two different characters, but the 


second character only shows up for the double super move, and 
that’s it. Unfortunately for anxious gamers, this changes the 
gameplay quite a bit, as now the game will have a much more 
standard fighting format. There's no word on whether Capcom 
is changing any of the characters or moves, but it looks hopeful 
that everything should make it. Capcom is working to release 
the game in the U.S. late in the first quarter of this year. 
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Wing Comtnml&r movie. The bur 
get is set at $27 million bucks, an 
i hr screenplay tells ol "Top Gun 


Wilson won’t be reprising their 
roles from tho game in the motion 
picture. They will be replaced by a 
younger cast, featuring Freddie 
Prinze Jr, Matthew Uitardf Ellise 
Neal, and Saffron Burrows. 


►i- in response to Nintendo 
recently saying that 1998 will be 
the year of the N64, Sony has 
responded with projections of six 


ASCII is releasing a Resi- 
dent fwkompatibfe controller on 
February 26 in Japan. The grips are 
modeled tike a handguns grip, 
complete with a trigger-like button 
for rapid-fire. The Dash button is 
now much easier to use, and the 
shoulder buttons are located above 
the Pause and Select buttons. No 
news yet from ASCII of America on 
a possible U.S. release. 
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A* In all cases, the original author of the programs 
owns the exclusive rights to it as long as copyright 
laws are abided by. Programmers cannot create a ver¬ 
sion of an already existing product and call it their own. 


A: The software that has been designed on a Net 
Yaroze system can only be shared with other Net 
Yaroze owners, as the normal PlayStation was not 
designed to run such programs. You can get other par¬ 
ticipants to view your programs by posting them on 

Sony's server (via the Net Yaroze 
site), or you can just create 
Mb your own website and 

upload them there. 


elcome to this month's update on every¬ 
thing Yaroze. Last month we gave you part 
one of our special Q&A feature, which we finish up 
this month in part two. Hopefully, we'll lay to rest 
any remaining questions that you may have about 
Sony's low-level development system. 


A: Sony CEA is always on the lookout for possible 
PlayStation titles, so there is a decent chance that your 
program can be published. It just needs to have a 
unique feel or approach that makes it special in today's 
crowded videogame market. It doesn't have to be an 
amazing graphical masterpiece either, as games like 
Tetris prove that a quality idea doesn't need much 


A: That is a hard question to answer. 

You should be quite proficient in C 
before you even attempt to program 

■ . . ... . . : .y y- 

a game. Normally, several years in a 
College/University computer sci- 
ence program can provide you with 
enough basic knowledge to get start- l|| 
ed, but you will probably have to ** 
spend quite a bit of time teaching your- 

■■ 

self as you go along. Programming on the 
Yaroze, or simply programming at all, takes 
quite a bit of experience and training. There's 
no need to start if you don't have the dedication. 
You might also consider purchasing some C program¬ 
ming books at your local bookstore, as they tend to 
become very useful resources. 


■ Wfrj 




A: The only way to get a game published for the Sony 
PlayStation is to become an actual licensed commer¬ 
cial developer. To get more information about being 
published, simply e-mail Yarozeinfo_scea@interac- 
tive.sony.com. They should be able to forward your 
___ request to the appropriate department. 


■ ' 
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A: At this moment, no Net Yaroze games 


A: A special basic form of C has been provided in the 
Net Yaroze Development Package. Called GNU "C," it 
was "designed" by the Free Software Foundation and 
provides a robust yet inexpensive programming inter¬ 
face. You can find out more information about the GNU 
Project by checking out its web page at http:// 
www.gnu.org/. 


U.S. consumer videogame market. This is 
partially due to the fact that most Net Yaroze 


A: Certainly—the software develop- 8 llr- 

ment package that comes with the 

Net Yaroze provides the necessary 

tools to interface with any Play- 

Station-compatible memory cards. The 

process is rather straightforward, so programmers 

should have no problem in implementing them. 


Yaroze activity has only recently started up 
inlthelU.i 


but PSM expects to see more 
and more quality Net Yaroze titles appearing 
here in the upcoming months. Who knows? The 
next Capcom or Namco could be just around the cor¬ 
ner, and the Net Yaroze could be the thing that made 
it all possible. 


A: No, but having access to the Internet is highly rec¬ 
ommended. Without being able to log in to Sony's offi¬ 
cial Net Yaroze site, you would not be able to get any 
real technical support or updates to your programming 
libraries. Besides, having an Internet account allows 
you to share your programs and knowledge with the 
rest of the Net Yaroze community, and learn from 

numerous! Netltaroze 


k: No, the laser assembly in the Net Yaroze has the 
exact same specs as the normal, gray PlayStation. 
Thus, no write capabilities are included. The only 
solution is to have a CD-ROM burner connected to 
your computer, which would allow you to store any 
programs you create, Later, when you needed to 
access the programs, you could load them to your 
computer from your CD-ROM, then download them 
to your Net Yaroze. 


Yaroze Q&A feature. Next month, we will be fol¬ 
lowing some of the new development groups out 
there and getting the scoop on what hot Net 
Yaroze games are coming out soon. As always, tell 
us if you want to know more about a specific Net 
Yaroze topic, or if you've developed a game that 
you would like us to talk about. Just send us some 
e-mail to psm@imaginemedia.com. But don't for¬ 
get to put "Yaroze Column" in the sub¬ 
ject line! See you next time. rtr^ 


everyone eise's Input. Also 
related websites are out there that can provide you 
with extremely useful information and ideas to apply to 
your own games. 
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Tomb Raider and Fighting Force, Core 

person 


r FOR > 
LUCKY BeBT 
WASH, USB 


certainly has made a name for itself developing third 
action games. At the same time, Core knows that it can't 
rush its products. Consequently, sources have indicated j 
that the company will be delaying the release of its next ' 
game, Ninja, once again. The game was originally expected 
to show up in the fourth quarter of 1997. It has since been 1 
pushed to the first-quarter of this year, but now it isn't expected 
until later in the second quarter. Word has it that Core is putting in 
more 




◄ That's right—I 
ain't going any 
where until I'm 
damn well ready! 

Don't make me put teh 
subishi in your feet! 


ninja magic" in an effort to make the game more unique 


■ PUKufePtyi K X 1 1 ,-Ve. 


E n the internet, the animosity between Working Designs j 
and executives at Sega of America has been legendary, j 
The war has become so great that Working Designs is supposedly 
going to be bringing the next Lunartitle to the PlayStation instead of to 
the Saturn. While this rumor has been doing the rounds for some time 
only recently have sources close to the project told PSM that this i 
indeed in the works. Let's just hope that it holds true! 

< Pack up those bags, and come on down to PlayStation! 


ources close to Core 

■ 


Tomb Raider 3 for any platform. While 

.... .... 


is, of course, a 


A Lunar first appeared in 
the U.S. on the Sega CD. 


« name- 
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game will be ready, or exactly what plat¬ 
forms it will be available on, but a safe 
bet is clearly PlayStation. 


E^pHQ's stock has been more active than usual late- 
V ly, and has seen major gains despite not recently 
shipping any product. That said, sources at EA have stated 
that it is evaluating purchasing several licenses (most 
notably the WCW license) from the smaller publisher. 


► Will the high- 
ly-popuiar WCW 
license find its 
way over to 
Electronic Arts? 




No more Tomb Raider? Set- 
settle down... Lara may be 

l# * l l * / 
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B ollowing feedback from the press, the pub¬ 
lic, and sales (which were good, but not as 
good as those for GameDay '98), Madden '99 will 
supposedly adopt polygonal characters. Many 
reviewers complained that the game simply didn't 
look anywhere near as good as Sony's offering, and 
EA seems to have taken that criticism to heart. 
Sources at EA have 
said that the game 
is being completely 
revamped. With 
luck, it won't have 
any silly marketing 
features like "V- 
Polys” and "Liquid 
Ai" next year. 


h e successful release of WarCraft 2 and the 
8 expected success of Diablo have paved the 
way for yet another Blizzard conversion. StarCraft 
was recently released on the PC and will soon be 
ported to the PlayStation. Supposedly, EA will get 
the rights to the game, as it did for Blizzard's previ¬ 
ous products, but there is no word on a timeframe. 


StV| aving been in development for nearly five 
iyiyi years, Heart of Darkness was the "Game of 
the Show" at E3 in 1995. Since that time, the title 
has wallowed in development at Amazing Studios in 
France, while continuously being funded by then- 
publisher Virgin Interactive. Currently, Virgin has 
taken to selling off all of its valuable projects to other 
publishers due to its financial difficulties. For the U.S. 
market, rumor has it that interplay has landed the 
rights to the PC and PlayStation versions. 


< Keep an eye out 
for Starcraft, Blizzard 
fans—the game 
should be making its 
way to the PlaySta¬ 
tion before too long. 


< It looks like 
Interplay is mak 
ing a play for 
Hearts of Dark¬ 
ness . Hopefully 


this means we'l 
see it someday! 


A Madden '99 to get polygons? 




AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 




A A A A A A A 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA A AAAAAAAAAAAAA *F 5 IYl 1356 A 


A 






















































































































































1 -A^nivj 

Wlfipl ft 


I)' f ’■ ' 


" 


: :"i ,'-vi 
f: 

■ 


• «*>'v 






®S>!5<S | 99B! 


mSIffe 




V / ‘ ' 1 


Have you ever done it in the water? Are you any good on the billiards table? Do 
you find the backyard enticing? With over 40 unusual overhead courses, Micro 
Machines® V3 will change your perspective on racing. And because it's a true 
gamer's game, the tracks are short enough to remember, but extreme enough to 
repeatedly excite the experienced player. But don't worry - even the first time's 
good with Micro Machines V3. It's time to do it where you've only imagined 
before, with up to seven of your closest friends. 

© Copyright 1997 The Codemasters Software Company Limited. ("Coderraslers"} All Rights Reservedl Codemasters TW is a trademark owned by Codemasters limited. Developed by 


MIDWAY: 


Codemastersm 


Codemasters and exclusively distributed under license in North America and South America by Midway Home Entertainment Inc. Micro Machines® is a registered trademark owned by 
Galoob Toys, Inc. Midway Home Entertainment Inc. is using the trademark for this product pursuant to a license. Midway Home Entertainment Inc. is not affiliated with GaloobToys, Inc. 


PlayStation 


CG KILN T HAT CD BT 


©1997 Midway Home Entertainment Inc, Midway is a trademark of Midway Games Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 5241-97 












■-W 




















































































































































































































































































































































































































































































































































































































































































































































j^ggjg AM!!! Take that one, chump! Nothin' like a 
WBSm little target practice on some Invid! Did you 
guys dig the memory card stickers last month? And 
how about my main man Banzai Chibi-Chan? This 
month we'll be cookin' you up a bouillabaisse of 
game news— wafuu- style!!! For those of you asking 
me about what's going on in terms of Japanese 
wrestling, 1 bring you New Japan Pro Wrestling: 
Legends of Extreme Fighting Spirit 3. Plus, we lay 
some more Bushido Blade 2 goodies on ya. So what 
are you waiting for? Ikuze! 




► Square has made announcements concerning two 
of its most eagerly awaited titles: Bushido Blade 2 and 
Parasite Eve. Bushido Blade 2 will be released "when 
the plum blossoms bloom'' (We're guessing Spring?). 
March 19 will herald the release of Parasite Eve. 


► This spring will see the release of G Gradius , which 
is a port of the arcade title that enjoyed popularity in 
Japan from spring to fall of 1997, Each zone is broken up 
into two areas, with a super giant boss ready to drop 
science on your ship. New elements not seen in the 
arcade will be added to this version as well. 

► The combined forces of Red Company and Konami 
will produce one of the most eagerly-awaited simulation 
RPGs of the year— Mitsumete Night! This title will be 
the third in the Mitsumete series, and boasts two differ¬ 
ent battle systems: "War" lets you fight with four dif¬ 
ferent regiments, and "Personal Combat" is your stan¬ 
dard one-on-one RPG fare. 


The PlayStation port of the side-scrolling classic 
arcade shooter Game Heaven will be a Guncon-compat- 
ible, 3-D polygonal title called Gun Luck! Game Heaven. 
With your favorite characters Miki and Misato, one play¬ 
er controls the movement of the ship, and the other 
blazes away with the Guncon! 

★ Banzai Chibi-Chan illustrations by Robert DeJesus 




Konnichi wa! 

Thank you for 
all the great 
response you've 
given me! I've got 
some more terms for you to 
help with import gaming, as well as this 
month's hot game picks. And what about the 
weird and the wacky? We've got cat sims 
and electric irritating sticks! Hajimemasho! 
(LET'S BEGIN!) 


In a promotional campaign to 
commemorate Sony break¬ 
ing the one million sales 
mark for the PlayStation, 
Sony gave out prizes 
that included 100 
"Midnight Blue" Play¬ 
Stations, 1,000 "Suede 
Black" dual shock analog con¬ 
trollers, and one million silver 
memory cards. Cool, huh? 


Star Ocean: Second Stnry 


Enix will release Star Ocean: Second Story for the 
PlayStation by the end of March 1998. This is the 
sequel to Star Ocean , which was released for the 
Super NES in July of 1996. The original had 
graphics not thought possible for the Super 
NES, and won praise for its original sys¬ 
tem of play. This system has been 
reproduced in Star Ocean: Second 
Story, ; with significant improvements. 

The battle system has gone from 
the previous "Full Motion Active Bat¬ 
tle" to "Full Motion Real Battle." When 
you rush into a battle scene after encoun¬ 
tering an enemy, enemies and allies run 
around in a completely polygonal 3-D 
environment in real time. You can con¬ 
trol ail of the characters, but basically 



A Who knows what dangers 
await our hero in the dark, 
foreboding dungeon? 


everyone except the hero will act independently 
through Al. The simple controls in this system let you 
enjoy battles with plenty of punch. 

You can choose two of the three characters: Laty 
(the hero from Star Ocean), Cieod (son of 
Lonykis), or Lena (the first girl Cieod met). 
This is called the "double hero" sys¬ 
tem, which lets you enjoy two subtly 
different stories at once. If you choose 
Cieod, you try to find Lena; and if you 
choose Lena, you try to find Cieod in 
order to progress through the story. 

The story takes place 20 
years after the first Star Ocean , but It has 
no direct link to the original story. Fans of 
the original or newcomers to the game 
should both enjoy this RPG. 




Based on the popular "Electric Irritating Stick" cor¬ 
ner of the Japanese television show Utchan and 
Nanchan's Blazing Challenger, Zauls' new action 
game has finally been ported to the PlayStation from 
the arcade! Your goal is to pass the stick through the 
labyrinth without touching the sides. If you touch the 
sides or obstacles, there will be a flash of sparks and 
the game will end. With the dual shock analog con¬ 
troller, you can actually feel the vibration (at a much 
lower level compared to the show, of course!). A 
Versus mode, along with a Tournament Mode with a 
Penalty Match, have both been added. Some cours¬ 
es change with a player's skill level! You can also add 


windmills, loops, and pistons to make an original 
course in which you can try your luck by yourself or 
challenge a friend. 


< The electric 
stick (lower 
right) can't 
touch any¬ 
thing, or 
BZZZZTH! 
You're history! 


AAAAAAALAAAAAAAAAAAAA1AAAAAAAAAAAAA1AAAAAAAAAA1AAAAAAAAAAA 




TkAAAAAAAAAA AAAAAAAAAAAAAAAAAAAAAAAAAAA AAAAAAAAA A AAAAAAAAAAA 


P5IY1 1SBB A 


MARCH 




















































































m NOBUNAGA'S AMBITION 
GENERAL'S RECORD 

KOEI; released November 27; 
copies sold: 72,677 

2. RPG MAKER 3 

ASCII; released November 27; 
copies sold: 66,397 
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MINNA NO GOLF 

S.CEI; released July 17; copies sold: 
58,519 (in last 2 weeks}, 969, 805 total 

PUYO PUYO SUN 

Compile; released November 27; 
copies sold: 53,714 


^7 


5. GALLOP RACER 2 

Tecmo; released November 20; 
copies sold: 48,913 (in last 2 weeks), 
131, 930 total 

6. ARMORED CORE: 

PROJECT PHANTASMA 

From Software; released December 
/- ™jpo S oid: 39,037 

7. BURGER BURGER 

■eleased November 27; 
sold: 38,738 


j/| 8. E1NHANDER 

Square; released November 20; 
copies sold: 31,006 (in last 2 weeks), 
83, 891 total 

■ 9 - R?MJ: THE MYSTERY HOSPITAL 

Bandai; released November 27; 
copies sold: 30,533 

! " 4 " 10. A5 RAILROAD MANAGEMENT 
; 9 SIMULATION 

Art Dink; released December 4; 

| copies sold: 26,164 

©1997 T0KUMA SHOTEN Co.. Ltd. INTERMEDIA COMPANY 


TITLE 


PUBLISHER 


GENRE 


DATE 


.Simulation......3/12/98 

.Action..3/12/98 

.RPG.....3/19/98 

...Sports....End of March 

.......RPG.End of March 

.Fighting. TBA 

.Simulation.....TBA 

..Action..TBA 

................................................. .AcIvg n t u re............................. TBA 

...Action.TBA 

..Simulation. .TBA 


Construction Battle Attachment...Techno Soft 

Lost Sword.........Imagineer. 

Parasite Eve.Square. 

Legends of Extreme Fighting Spirit 3......Tomy. 

Star Ocean: The Second Story.Enix. 

Advanced V.G, 2....TGL. 

Astro Noka....Enix. 

Blue Knight Votoms: The First Volume...Takara. 

Clock Tower: Ghosthead.Human. 

Crisis City.......Takara. 

Every Day Is Cat Day..Bandai. 

Firewomans Standard....Tokuma Shoten...Adventure.TBA 

First Love Story: Field Trip..Tokuma Shoten....Simulation..TBA 

Gundam the Battle Master 2.Bandai..Fighting..TBA 

Gun Luck! Game Heaven.....Jaleco..Shooting.TBA 

Hajime Kaneda Boy Incident Record.Kodansha.Adventure.TBA 

Hello Charlie.....Enix....Action.TBA 

Money Idol Exchanger...Atena.Puzzle....TBA 

Rebus...Atlus.....RPG.TBA 

Robot Lone X..Game Bank....Shooting...TBA 

Space Rendezvous: Rama..Game Bank...Adventure..TBA 

Street Victory...Calsonic....Racing.. TBA 

Tempest X3....J. Wing...Shooting..TBA 

Time Carrier Series..Banpresto...Shooting.. TBA 

Tokyo 23rd Ward Uniform Wars...Map Japan...Adventure.TBA 


Twin 8ee RPG......Konami 


TBA 
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▼ Atlus will release 
Rebus in the U.S. in 
third quarter of \ 998. 
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Astro Noka is a great "Space Crops Growing/Evil Beast 
Extermination" game from the people who brought you 
Gambare Morikawa-kun 2. You have to grow cosmo veg¬ 
etables in outer space while trying to keep the evil Baboo 
(they're NOT sweet) from destroying everything. You can 
become the best farmhouse in the galaxy by winning con¬ 
tests like "Largest Pumpkin," and 
"Vegetables that Make Sounds and 
Smells." Tanoshiiyo! 


A You'll need a lot more than just a green 
thumb to raise these veggies... 


■t V r -K M ?c-m. + ■**.•*■* V * ll-tDr* 




PICK #2: 

The real world of Cartia and the fantastical Eden collide in the RPG Rebus. Cartia 
also refers to card items with properties of Fire, Flame, Ice, and Vibrations. These 
cards can be used either by themselves or in conjunction with each other to attack 
enemies or to defend against attack. Like all Japanese RPGs, this game is laden 
with a lot of Japanese text, but true otaku will not be swayed. 
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Chibis Terms 


Ossul Paris-san has given me this space every month to teach you 
Japanese game terms, so you can get more information out of your 
Japanese magazines and games! This month, I'm focusing on terms to help 
you figure out controls, menu screens, and codes. Now pay attention! 


□>hO-7 

.kontoroora.... 

.controller 

. 

.tsukai-kata.... 

.how to use 

SfF. 

.sosa. 

.manipulation 

. 

.botan. 

.button 

^■|S)+-. 

. hoko-kli. 

.joypari 

± . 

.....ue. 

.up 

T . 

.shita. 

.down 

^ .. 

.migi. 

.....right 

£ . 

.hidari..,.,. 

.left 

-feu^ h. 

.serekuto. 

.select 




b ... .sutaato..start 

/|\ — X .poozu..pause 

.sentaku.select 

.kettei..decide 

ylzJl/ ..kyanseru.cancel 

..kaijo.remove 

.henko.change, alter, modify 

n — .menyuu.menu 

hJU.taitoru..title 

3 V.op us ho n..option 

-J ....mappu.map 

.gamen..screen 

U ^ i+Zu ...shiyo-shimasen ..not in use 
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'r-Afflte... .geemu-kaishi.game start 

. .shiten.point of view 

. . .kamera.camera 

tJJ U .kirikae..change 

jj-yjk . ...kaasoru .cursor 

^ "7 > K. .komando.command 

.tdo.movement 

.nani-do...degree of difficulty 

.settei.settings, set up 

.onryoh.sound 

.chohsei.adjust 

.risetto.....reset 

.....shokika.reset 


Uizy h 
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4 Hongo Tokeru 
received his 
training from 
| the Shainto 
it: Clan. 


4 Chirhiro Hiiragi 
is still only 13 
years old, but 
her swords¬ 
manship is 
| extraordinary. 
▲ She hates any- 
tL thing childish. 


V 4 Isohachi 
| Motomiya 
■j is Gengoro's 
original 
master. He's 
strict, angry, 
and stubborn 
as hell. 


▲ Tony 
Umeda is 
thinking of 
l creating his 
own style of 
swordfighting. 


quare has announced that there are 12 support char- \ 


acters in addition to the six main ones, for a total of 
18 characters!!! This will definitely bring more variety to the 
table in Bushido Blade 21 And now, some introductions... 


► Matsumushi is a 
ronin who 
saved a 
Meikyo- 
ryu member 
once by 
chance, and 
decided to irM 
help more in * 
the future. 


▼ Sazanka planned on becom 
ing a swordsmanship instruc- 
^*|tor and heading the 
JKF Meikyo-ryu. 


► Highwayman 
is shrouded in 
mystery... 


► Utsusemi N 
was a peace- A 
ful, carefree 
ronin. Mikado 
brought him out 
of retirement to 
help out the 
Meikyo-syu. A 


4 Hotarubi / 
became a / 
profession- W 
al killer in America 
but came back to 
Japan when she 
heard the 
Meikyo-ryu 
was in trouble. 


bSuminagashi 
came to Japan 
seeking to 
become the 
country's best 
swordsman. 


► Nightstalker 
is trained in 
Koga-ryu ninjut- 
su, and is fast. 


▲ Utamaro 

realized that he would have 
to polish his skills when he 
was defeated by Kaun. 



OEI continues to explore IS 
new genres with its latest •!* 
non-''historical sim" title, Enigma. 
This adventure title not only lets 
you enjoy solving riddles, but also 1 
adopts elements of fighting games. 1 

You can choose be- ; 
tween three unique char- 
acters: Akira Yamagata, 
Katherine Edward, 

W and Thomas Lind. ® 

Lpa During the adventure, your 
Y character tries to uncover 

U S\ the mysteries hidden in his- 
-y —' / toric ruins of the world, 
pPr while encountering various 
h monsters. You can repel these 
k* monsters with special attacks 
\ specific to each character. Or, if 
W you find guns along the way, you 


r*y uroresu (professional wrestling) fans have 
waited and waited for this New Japan Pro 
Wrestling-Wcensed game, and it'll arrive on import 
shelves by the middle of this month. The latest in the New Japan series, this 
title allows you to choose 40 actual wrestlers from other wrestling federa¬ 
tions! The Great Sasuke (now a fave in Extreme Championship Wrestling) 
Delphin, and Jinsei are also featured! The Junior Warriors bring the ruckus 
with their magnificent aerial moves. All of your fave New Japan purore - 4 
su faves are here, so this is a must for extreme fans!!! 


▲ No one can recover from the 
Sasuke Special! 


4 Akira Yamagata is a descendant of 
a famous ninja family, and is also a 
master of jujitsu. During the battle 
scenes, he makes all of his attacks 
empty-handed. He is adventuring to 
search for his father Hideyoshi, who 
has been missing for eight years. 


BS can use them as well. 
Finally, if you acquire 
three different items called 
the "Secret Stones," you 
can cast fireballs, cause 
monsters to halt, or 
replenish your health. If ^ 
you don't destroy these 

monsters, you can't solve the 

. • ■ • . . . 

mystery. Looks pretty good! 


s any fan of ECW knows, this 
■ ® ace pro wrestler is famous for his < 
mid-air attacks. His most famous move—The 
Sasuke Special—can be duplicated by none. 

If an opponent is outside of the ring, Saskuke 
turns his back on him and does a backwards 
flip onto him without touching the rope! A vari- 
ation of this is the Topecon Hero, in which 
Sasuke stands on the ledge of the ring outside the ropes, hops up onto the 
middle rope, and uses the momentum to do a backflip onto his opponent 
Sasuke pulls out the Thunder Fire Powerbomb to finish off his opponents! 


▲ The Great Sasuke's aerial maneu 
vers are awesome to behold! 


► Katherine Edward is the daugh¬ 
ter of the noble family of Edward. 
She has undertaken this trip 
because the "Star Secret Stone" was 
stolen from The British Museum. 
Her specially is fencing, so she 
uses a stick when she fights. 


’ I'VE 60TTA 
BUFF UP IF 
I'M &OmA VO 
THAT SASUKE 
v SPECIAL! . 



games to new heights! The game differs from Ban- 
dai's popular Tamagotchi game in that it is more realistic. You 
choose from 10 popular cats, including the American Short 
Hair. You meet your cat in a variety of situations, such as find¬ 
ing a bewildered cat, or capturing a stray. Purchasing it in a 
pet shop is the easiest. You can talk to the cat while training 


^ We're really hoping this little 
kitty only spilt some milk... 


it, but if your breeding method is poor, it will run away from 
home or become sick, it's important to play with your cat, or 
it will become bored and may run away. Also, a cat's lifespan 
is 10 to 20 years (NOT in real time), so it doesn't have long 
before it passes away. If you interbreed the cats, you can 
breed a kitten of your favorite cat's strain. You can even enter 
the cat in contests! Meow! 





AAAAAAAAAAAAAAA.AAAAAAA.AA A. AAAAAA A AAAAA AAA A AkAAA.AAAAAA.AAAA.AAA 
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> G£! STAY 
BACK CR££t 
n GIRL! 


will develop accordingly. If you 
lose the Mikoshi-sama, when you 
are hit by extreme tension or horror, 
Yutaka's consciousness will be inter 


m uman will release the 
horror adventure title 
Mk Clock Tower: Ghost head this 
month. This dual shock and 
mouse-compatible title is the 
sequel to the hit Clock Tower. The con¬ 
trols are much simpler, with just the con¬ 
trol pad and one button being used in play. 


takes place in the house of her father's friend 




you encounter enemies, it you are | 
Yutaka you can hide your body and I; 
wait for them to go past. If you are f/ 
Shoh, you can use the weapons you ^ 
obtain to attack. At certain times, Shoh 
must appear to clear a stage. Events also 
change depending on if you play as 
Yutaka or Shoh, adding a lot of depth. 




" the story, Yutaka Midoshima. Originally, she 
had a more adult personality, but another "character" was 
discovered inside of her when an accident occurred. 
Introducing itself as "Shoh," this character was different 
from Yutaka in that it had a cruel, tyrannical, heartless per¬ 
sonality. Shoh would appear if Yutaka wasn't wearing her 
"Mikoshi-sama" Amulet of Protection. When the accident 
occurred, Yutaka was placed in the custody of her father's 






A When you're Yutaka, you're able ta evade the ene 
mies you encounter. 


mations. Also, certain event scenes contain 
FMV. Just as in the previous Clock Tower 
title, if your character is in trouble and you 
have some physical strength left, keep tap¬ 
ping the button to avoid danger. 

The bewitching voices whispering in 
your ears, the footsteps sneaking up be¬ 
hind your back, the realistic 3-D images, 
and the feel of the dual shock in your hand 
all adds up to give you a feeling of horror 
not yet seen, heard, or felt in videogames. 


Institute. There was no sign of anyone around at the 
home, yet our heroine was bleeding yellow blood, and a 
part of a green body was discovered. 

This is where the game begins. 

Ghosthead has many enemies, iff 
including countless walking corpses jSfe 
(some wearing female demon masks), A 
bloodthirsty killers dragging giant 
snakes, possessed girls, and more. 

Depending on whether you have the IS 
Mikoshi-sama or not, Yutaka's per- j 
sonality will change and the story / 




4 Little Chinatsu Takano suddenly transformed into a 
killer and terrorized the Takano family. With those 
crazy eyes, she looks pretty capable of that, huh? 




A Flick the switch and you can investigate the toilet...or 
not. Just how bold are you? 


iWy'ii"-: 


► The triangular¬ 
shaped marks are 
the areas you can 
click on ta explore 
or investigate. 






A Your cursor will turn red and 
blue whenever you walk near 
any traps or enemies. 


A Gef This isn't the first time you'll 
encounter yellow blood, so get used to it! 




4 


It looks like it's time to say goodbye for this month 
Chibi and I have to get back to playing some Tenchu. 
Shun ken and tetsubishi all the way, baby! Enjoy your 
spring breaks (If you've got 'em), and we'll be see¬ 
ing you next month with some yummy morsels 
from Nippon. Ato de nell! 
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This monl’h'E neui games, professionally 
reared by the luo rid's bear plays ration revieuj 


era 


Even though the PlayStation is clearly the 
best videogame console on the planet, its 
still going to have its share of clunkers. 
Don't worry, though—you're armed with 
PSM, so you'll always know the score. 


This 

Month's GflmesS 
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The P5IT1 Rating Scale 

e here at PSM want you to know that we take | 
our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!}. So when we sit down to review a new title, j 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

I 

To summarize a game's overall worth, we use the | 
traditional "five-star" ratings scale. If we give a game a | 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 

UlAAT THE RATINGS MEANS 

A PlayStation classic that no fan should be with¬ 
out A can't-miss game, no matter who you are! 





A really well-done game. If you're a fan of the 
genre, you should definitely check this one out 



A pretty good game, ft has its share of rough spots, 
but it has some redeeming qualities, as well. 



Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 



Don't even make eye-contact with this one—it's 
not worth one second of yourtime. 


1 




1 



Publisher Capcom Developer Capcom 
Type Horror/Action Bating M Players 1 Discs 2 


-| ] t must have been difficult for Capcom to have designed the 

1 _ ) first Resident Evil, especially considering that there were no 

other games like it out there. By taking cues from 
such classics as Night of the Living Dead, the f | 

designers created a brilliant game that captured J | 

the cinematic feel of a horror film while still pro- i||i| 

viding serious addictive action and well-designed "n|| lfeil 
puzzles, And to this day, no one has been able to | J MHb 

do the same — until now, 9HH 

With the release of Resident Evil 2, Capcom 
once again ventures into the world of survival hor- r 
ror, and to say the game is less than brilliant would 
be blasphemy. This time the story revolves around two brand-new characters: Leon and Claire. Leon is a brash 
S.T.A.R.S. rookie who is starting his first day on the job, while Claire has come to town to look for her missing 
brother, Chris. You may remember Chris as one of the main characters in the first Resident Evil. 

Graphically, Resident Evil 2 is pure bliss. The backgrounds are highly detailed, giving you a very life-like impres¬ 
sion of the surroundings. Also, all the interactive items in the game blend in more with the backgrounds. It does¬ 
n't feel like the game is composed simply of 2-D backgrounds with polygonal items "pasted" on top—a major 
problem in the first game. Now everything blends together to form a cohesive and utterly realistic environment. 

While the first game only gave you a few areas to explore, RE2 gives you complete freedom. You can fully 
explore the Police Station, Umbrella Labs, and even the intricate maze-like sewer system below the fabled 
Raccoon City. During your journey, you will encounter a host of returning monsters and several new ones that 
will simply scare you silly. Zombies are now smarter, bosses are quite larger, and surprises occur whenever you 
least expect it. You can't help but constantly be on the edge of your seat. 

Even with ai! that going for it, RE2 still piles on the extras: secret weapons, alternate costumes, secret char¬ 
acters, and multiple paths. After solving the game with one character, you can 
then play through it again and get an entirely different ending. The item and 
monster locations will also change, requiring you to adjust your gaming 
strategies accordingly. 

i Capcom has always been a company known for its quality prod- 

I ucts, and RE2 is a testament to that reputation. It manages to reinvent 
% all the elements that made the first game special, combining them with 
||| better puzzles, more monsters, and cooler weapons. RE2 is a landmark 
achievement, and it will long be remembered as one of the PlayStation's 
m finest games. Congratulations, Capcom, you have made a lot of people 
P very happy. Again. 




4 A With monsters rang 
ing from zombified cops 
to giant mutated plant 
creatures, you never 
know what's coming 
next in Resident Evil 2. 


► That's right, 
the killer birds 
are back—and 
you still look 
like walking 
bird food. 
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In our January issue, we mistakenly printed 

stars, not two and a half. We 


L 


wrong score for WCW Nitro. The game actually received 
apologize for any confusion resulting from this error. 
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AND DELIVERS 


THE PITSCHER WINDS UP 


THE PITCH.IT LANDS SHORT 


OF THE PLATE 


BOUNCES OFF THE GRASS AND UP TOWARD THE BATTER 


OF THE PARK. IT’S A HOME RUN! 
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TO FIND OUT WHICH BASEBALL 
GAME IS RIGHT FOR YOU , ANSWER 
THIS TRUE OR FALSE QUESTION: 

















X-Men: Children 
of The Atom 



A The danger room is only one of the many backdrops 
where you can kick some mutant butt. 


Publisher Acclaim Developer Probe 

Type Fighting Players 1-2 Rating Teen Discs 1 

D his game has been on the release lists for 
almost two years now, and it shows. While X- 
Men was a fun fighting game for its time, it has been 
eclipsed by three more generations of the same engine 
in arcades and almost two more at home. Consequently, 
X-Men is missing many of the gameplay factors we've 
become accustomed to in Marvel Super Heroes and X- 
Men vs. Street Fighter. Gameplay in X-Men includes the 
standard fighting fare we expect from Capcom, but on 
top of the normal fireballs and uppercuts, it also has "X- 
Powered" super moves and the ability to jump a full two 
screens high. These are cool innovations, but they feel 
empty without the ability to knock your opponent into the 
air and do huge combos like you can MSH. 

Even without comparison to the newer games, how¬ 
ever, X-Men falls flat in several ways. To offset the slow¬ 
down, the overall speed of the game has been greatly 
reduced, with no way to speed it up at all. The animation 


seems O.K., but combined with the fast action and the 
slower frame rate it's easy to see where some corners 
have been cut. The computer Al is also insanely difficult 
to beat—even on very easy, X-Men is harder than the 
hardest setting on most Capcom fighters. 

The eight characters you can choose from have lots 
of variety, but some are very unbalanced (Wolverine), 
The character graphics and the backgrounds are vibrant 
and accurately represent those from the arcade. Music is 
also very competently done and sounds good, but the 
sound effects are washed out. Overall, while we com¬ 
mend Probe for having the will to stick it out and finish 
the game, maybe it just wasn't worth the effort. 

► Looks uke a slightly choppy cartoon 

► Sounds like a your standard fighting fare 

► The concept has gotten very old by now 

► I'll play it if ! don't already have Marvel Super Heroes 

PSM Final Score: 

A GOOD EFFORT THAT PROVIDES TDD LITTLE, TOD LATE 



Point Blank 

Publisher Namco Developer Namco 

Type Shooting Players 1-2 Rating K-A Discs 1 

B oint Blank is the second title Namco has trans¬ 
lated from the arcade for use with its Guncon 
controller, and it's another winner. At the heart of the 
game is a dozen or so different "shooting gallery" skill 
tests that have variable difficulties for you to play, and 
that's about it. The different tests vary from the standard 
shooting of clay pigeons to hitting a falling leaf with a sin¬ 
gle shot. 

This may seem like it would get tedious as a one- 
player game (and it does), but the real thrill to Point 
Blank is in the two-player competitive mode. In this 
mode, Point Blank soars past al! other shooters 
because it's actually a direct test of shooting skill and 
not just rote memorization like other two-player shoot¬ 
ers (Maximum Force). Players are rated on each level, 
and the winner gets a point. At the end of the game, 


the points get tallied and a grand winner is declared— 
fairly simple but also highly addictive when you have 
friends over. 

True to its style, Namco has added extra features in 
the home version that weren't in the arcade. This time 
it's an added RPG mode that adds some life to the sin¬ 
gle-player game, but it isn't very difficult. Players must 
control two characters as they wander an island in 
search of a magical gun. Along the way you will meet 
wandering "monsters'' that are the various tests you 
play in the normal game. And while we applaud Namco 
for throwing in the extra mode, holding conversations 
with clay pigeons before shooting them makes the RPG 
look a little forced. 

Overall, Point Blank is a must if you have two 
Guncons and some friends to play with you, but as a 
one-player game it is only pretty good. 

► The graphics are cartdony but well done 

► The music fits the comic mddd df the game 

► The CONCEPT IS SIMPLE but executed extraordinarily well 

► I’ll play rr until there is ndbddy left to play against 



A Shoot those chickens, but don't hit the bombs! Point Blank 
is just a glorified shooting gallery, but it sure is a lot of fun. 



guns, that's for sure. And considering the large 
number of secrets scattered around this 
f game, you will need to search each of the 
| levels carefully just to be sure that you did- 
!| n't miss anything. That will take 

Wm mon ths, at least. Don't worry, you 
J|jt will have a blast doing it. 

Duke Nukem is some of the 
flih, finest 3-D shooting action available on 
A the PlayStation, simply because 

there's so much to do and see. 


Demolish buildings, view the external cameras, or just 
stare at yourself in the mirror. You can shoot just about 
everything, from a fire hydrant in the streets to the mir¬ 
rors in the men's bathroom. Even the overall style, of the 
game (think "3-movie") is a fresh change of pace from 


S.vH j - c-1? 


i • ■ ■ ■ * ■. : 

&Mw?m 


there. Just watch out for the over-the-top violence and 
touchy mature themes—Dufe .'s not for everyone! 

The game also supports the PlayStation's Analog 
Pad. While some might find the control a little sensitive, 
it's great to be able to sneak up on the aliens instead of 
always running around like a maniac. And if you've got 
the equipment, Duke supports two players via the link 
cable. Death matches are always a perk in these games, 
and Duke's no exception. This is a great shooter, but be 
warned: wimps need not apply. 


jvark Software type Shoote 
with link) M 1 




u i a M mfrm 


•“ Contrary to popular belief, Duke's been around 
/ for almost a decade now, starting way back in ! 
the early days of the PC computers. But it was only 
a few years ago—when he moved into 3-D and pro- M 

claimed his non-politically correct lifestyle—that the 
gaming community finally stood up and took notice. 
Now PlayStation owners are getting Duke Nukem's 
finest blast-test. 

Every bullet, bloodstain, and crude little quip from the 
computer version has made the translation flawlessly in 
Duke Nukem: Total Meltdown. In fact, the PlayStation 
version is significantly bigger than the stock PC version, 
since it includes the Atomic Edition expansion pack and 
six levels designed specifically for the PS disc. It will be 
a while before you have the opportunity to cool your 


► Looks like a ldw budget flick 

► Sounds uke something my mother wouldn't want td hear 

► The concept breathes new life 

(► I'll play it until 1 save the wqmen...and the world 
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A The levels in Duke Nukem span from post-apocalyptic city 
streets to these far-out Moon Bases. 


He's just so bad-but that's why we like him 


AAAAAAAAAAAAAA AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
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Riven 

Publisher Acclaim Developer Sunsoft/Cyan 

Type Graphic Adventure Players 1 Discs 5 Rating K-A 

S tarting off where Myst ended, Riven once 
again introduces you to Atrus, the man who 
required your help in the first game. He again needs 
your assistance, and asks that you go to the Fifth 
Age—otherwise known as the islands of Riven. Atrus' 
father, Ghen, has caused massive damage there, 
threatening the very existence of Riven itself. He has 
even gone so far as to imprison Atrus' love, Catherine. 
Needless to say, you will have to stop Ghen and do 
your best to free Catherine. 

Riven differs from the rest of the games out there in 
the way its graphics have been designed. Instead of an 
actual 3-D environment, Riven uses thousands of high- 
quality still images to portray the illusion of one. You 
progress through the game, one image at a time, by 
clicking in the direction you want to go. When you click 
on an interactive part of the picture such as a puzzle, the 
images transition into FMV segments. 

Sadly, Riven has a few problems that should have 
been addressed. First and foremost, the amount of disc¬ 
swapping is simply intolerable. It seems like every ten 



A While Riven is actually a 2-D game, the highly detailed 
pictures give it a unique sense of depth. 


minutes you have to take out one disc and put in anoth¬ 
er. The other major fault lies in the game's interface. The 
boundaries of the interactive background items don't 
seem to be defined well enough, so sometimes the 
pointer will not correctly reflect if an item is clickable or 
not. This causes a bit of frustration, as you now have to 
click everywhere on the screen just to make sure you 
don't miss anything. 

Aside from those two major gripes, Riven is a pretty 
decent game. It certainly won't win any awards for inno¬ 
vation, but it does improve upon its predecessor in 
almost every area, particularly with graphics and sound. 
The puzzles are still a bit too hard and don't really inte¬ 
grate into the story very well, but you can get used to 
that. Regardless, Riven does what it was supposed to 
do—provide a game that anyone can play. And in that 
purpose, it succeeds quite well. 

► The graphics are still high-res pictures 

► The concept should no longer be used 

► The music is limited but provides a nice touch 

► I'LL PLAY IT JUST TO SEE WHAT ALL THE HYPE IS ABOUT 

PSM Final Score: 

Just like Myst, but much larger and more difficult 




A Square made sure to pack in a few 
surprises for more meticulous gamers by 
including tons of secrets. 


Publisher Sony CEA 
Developer Square 
Strategy/RPG 

Players! Digest 


Skull Monkeys 


Publisher Electronic Arts Developer Dreamworks 
Type Platform Discs 1 Players 1 Rating T 


C j apitalizing on the success of wjj 
___ j Final Fantasy VII, Square soft 
and Sony attempted something a little more strategical¬ 
ly inclined with Final Fantasy Tactics. In a genre more apt I 
to focus on battlefield mechanics rather than character 
development, Squaresoft has created a nice balance 
between the two by introducing players to a medieval 
world full of corrupt politicians and violent class strug¬ 
gles. You play a young male aristocrat named Ramza, 
struggling between themes of birthright, loyalty, and | 
murder. It's an interesting plot, but it weakens under the 
large amount of characters involved. The lengthy list of 
similar faces and fanciful names makes it difficult to 
become attached to many of the characters. This can be | 
a little disheartening. Then again, in a strategy game, the | 
real thrill is most likely felt on the playing field. And this | 
is where the game really outshines the competition. 

With a sharp eye for detail and a massively complex j 
menu system, Tactics immerses you into the heat of bat¬ 
tle without having to rely on an emotionally involving sto¬ 
ryline. You'll amass a well-sized army of comrades and 
creatures whose abilities range from small-time Squire 
to puzzling but powerful Calculators. Building up Job 
Points and Experience Points in order to move through 
occupations and acquire unique skills is one of the more 
motivational aspects for fighting—and you'll be doing a 
lot of fighting. You fight not only to progress but to 
up levels. Spell-slinging bosses and tough enemies 
at times cause you to lose scores of party members, but 
if you play your cards right on the battlefield and prepare 
enough beforehand, gameplay can be richly rewarding 
for a job well done. 

With a stellar soundtrack that surpasses the tunes in 
FFVII and a very unique visual look, Tactics is also a treat 
to the senses. The game may suffer from an intimidating 
menu system and a somewhat confusing storyline, but 
. if you get a handle on the gameplay and the difficulty lev¬ 
els, Tactics is a strategy fan's dream come true. 


ome of you may recall that we reviewed Skull 
Monkeys way back in our January issue. Well, 
EA has whipped up a last-minute revision of the game 
that addresses some of the concerns we initially had. So 
to be fair to both EA and our readers, we're reviewing 
the game once more to give it a true final score. 

The story unfolds as the evil Kogg convinces the not- 
so-bright Skull Monkeys that they should help him in his 
quest for world domination. Fortunately, one of the Skull 
Monkeys comes to his senses and contacts Klayman, 
our hero, about Kogg's devious plans. 

This game has all the typical platform elements you 
would expect, so bouncing off enemies heads, finding 
special power-ups, and leaping from moving platforms 
are the norm. However, in this final version of the game, 
the simplistic style of gameplay is not as repetitious as 
- it used to be. Several new enemies require careful 


► The graphics are cool 2-D cut-outs on 3-D backgrounds 

► The music is phenomenal Squaresoft perfection 

► The concept is simple, addicting, strategic goodness 

► I'll ray it until I perfect the art of beating it 


Hi 


■ v l 


a Skull Monkeys now features an even larger variety of 
enemies. It takes some more effort to get by them, too. 


planning and forethought, so you can't mindlessly run 
through the game and kill everything in the same man¬ 
ner. Some of the new enemies present a threat even 
when they die—kill a green Skull Monkey and three bails 
will appear and attack you. With challenges like this, 
you'll have to think about each situation carefully. 

The total number of levels has been toned down to 
98, which are split up into separate episodes. Each 
episode takes place in a particular region of the planet, 
such as the dense jungle or the murky sewers, and each 
of these regions has a very distinct look and feel due to 
the innovative graphics. The entire game, including the 
characters and backgrounds, have been painstakingly 
built out of clay and then digitized. Needless to say, this 
unmatched look may be give the title just what it needs 
to separate it from its competition. 

With ail the new additions and the already cool and 
comical FMV segments, Skull Monkeys now manages 
to get a slightly higher rating than what it previously had. 
Hard-core gamers will still find it a bit too basic, but your 
general PlayStation owner should greatly enjoy the clas¬ 
sic gameplay combined with the cartoony zaniness. 


► The concept at its simplest 

► The graphics are like a claymatidn TV special 

► The music comes from the jungle 

► I'll play it because it's funny 


PSM Final Score: 

Plenty tough, a little confusing, but extremely rewarding 

\ 



PSM Final Score: 

A PLATFORM TTTLE WITH BOTH FUN AND PERSONALITY 
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Bloody Roar 

Publisher Sony CEA Developer Hudson 
Type Fighting Players 1-2 Bating T Discs 1 

body Roar is the first Sony fighter to be released 
this year, and it's a winner. From excellent graph¬ 
ics and effects all the way down to the tight playability, 
Bloody Roar features everything a fighter needs to be 
successful. 

As a 3-D fighter, Bloody Roar takes parts from both 
the Tekken and Virtua Fighter series and combines 
them with a few unique twists—most notably the abil¬ 
ity to change your character into different beast forms, 
and the walled arenas. The beast forms not only give 
you extra moves, they also heal part of the damage you 
take in your human form. Unfortunately, you can only 
activate your beast mode after you charge up your 
beast meter with punches and kicks, and even then it 



Bloody Roar is standard but well-done fighting fare. 


only lasts for only a short time. Oh well, such is the 
price of power. 

Each character has a large variety of moves that are 
easy to pull off, but they are carefully balanced so no one 



character is better than another. Bloody Roar also has 
plenty of cool juggles to discover, along with reversals for 
almost any situation you find yourself in. One particularly 
nice feature is that there is never a point when you are 
not in control of your character—you can reverse and 
dodge your opponent's attacks even when you're 
knocked into the air or onto the ground. 

The game's only real negative is the weak character 
designs. There is nothing too exciting about any of the 
characters that help to distinguish them from those in 
other fighters. Overall, Bloody Roar is a quality fighting 
game with plenty of depth to warrant your purchase. 

► The graphics are better than mdst 

► The music is standard fighting fare 

► The concept has a nice twist 

► I'll play it until I master it 



Monopoly 

Developer Gremlin Publisher Hasbro 

Type Board Game Rating K-A Players 1-8 Discs 1 



A Roll the dice baby, 'cause this is about all the entertain 
ment you're going to get from Monopoly. 


Klonoa 


Publisher Narnco Developer Namco 
Type Platform Players 1 Bating K-A Discs 1 


Uil hen we look back at the PlayStation’s software 
library in a few years from now, an elite handful 


of games will stand out as those that defined the con' 
sole. Klonoa deserves a place among their ranks. This 
may be Namco's first platformer for our favorite console, 
but after playing the game you'd never be able to tell. 

Klonoa has everything you've come to expect 
from a good platform game—excellent level design, 
character design, control, and depth. And although 
the game may be rooted in some very fundamental 
concepts of the genre, it delivers them with great 
refinement and flair. You can't help but get sucked 
into Klonoa's world from the very beginning, and it 
begs you to stay until the end. 

The game's learning curve may be a bit on the easy 
side for seasoned platform veterans, but there's plenty 
of gameplay to go around despite this fact. You 11 spend 





► The graphics are simply stunning 

► The sound is quirky gdqdness 

► The concept just won't die 

► I’ll play it until I'm forced id stop 


Namco's first PlayStation platformer ts packed with excel¬ 
lent design and great gameplay. 


PSM Final Score: 

Platform games just don’t get much better than this 


onopoly is one of the most questionable conver- 
ILUU sions to come through our office in quite a while. 
Due to the overwhelming amount of house rules and 
game permutations that have grown up in family games 
around the nation, it's almost guaranteed that just bring¬ 
ing out the board game would be easier than actually set¬ 
ting up a multiplayer game. For the most part, this is true. 
For example, unless you delve into the extensive sub¬ 
menus there is no way to see what property you or any¬ 
body else owns. Nor is it easy to make any negotiations, 
as the menu system is one of the most un-intuitive we 
have ever seen. 

A case could be made that the single-player game 
would justify your purchase if no one else was around to 
play with you. Unfortunately, the game fails here, also. 
The computer A! is so bad (even on the 
highest level) that most of the time you 
can buy property from the CPU play¬ 
ers the round after they buy it for only 
half price. Sometimes you 




hours uncovering all 
of Klonoa's nooks and 
crannies, and have a b 
in the process. 

From a technical sta 
Klonoa is among the best of 
its 


actually have to offer full price, but this is usually after the 
Ai player has been reduced to only owning one or two 
properties. There is no challenge here unless you simply 
refuse to deal with the CPU player in any way, eliminat¬ 
ing most of the fun of the original game I It's a little bit dis¬ 
turbing that such faults could make it into a finished prod¬ 
uct that really depends so much on its AI. Even the mul¬ 
timedia scenes lose interest after five minutes, and you'll 
turn them off just to speed up the pace of the game. 

If you like Monopoly buy the board game. We would¬ 
n't even buy this lemon with Monopoly money. 

► The graphics look like a mdndpoly board 

► The sound is pretty basic 

► The concept could have been fleshed out more 

► I'll play it if i can’t find my board game 


PSM Final Score: 

Fans df monopoly should stick with the board game 


grounds and pre-rendered sprites meld seam¬ 
lessly to produce a game that is as beautiful to 
look at as it is to play, with some of the most 
visually diverse levels yet in a platformer. No 
two stages are exactly alike. 

Klonoa is a top-notch production throughout, 
employing everything we've come to know and love 
about the platform genre. And while the game may not 
shatter the platformer mold, it offers enough in the way 
brilliant design and superb gameplay that you could 
less. 

For fans of the genre, Klonoa is a must-have game 
in the truest sense. Here's hoping that Namco's first 
steps into uncharted territory are only an indication of 
things to come. 
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THE CORRECT ANSWER 
GO TO PAGE 52. 
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Type: Racing 

Publisher: Jaleco 

Developer: Bullet-Proof Software 

Release Date: 08/09/96 


Type: Pinball 
Publisher: Interplay 
Developer: Empire Interactive 

Release Date: 11/04/96 


Type: Sports 
Publisher: Acclaim 
Developer: Rage Software 

Release Date: 10/19/95 


Just from its great-looking FMV intro, you could tell 
Tokyo Highway Battle was going to be one cool game, 
in a crowd of me-too racing games, it managed to sep¬ 
arate itself by providing a bunch of options that the oth¬ 
ers didn't have, it also looked great graphically, and had 
a good sense of speed about it. Kick in the pumping 
soundtrack and you had a very complete racing game. 

The racing genre has grown quite a bit since Tokyo 
Highway Battle came out, but this title still manages to 
hold its own against most of the others out there. The 
ability to purchase add-ons for your car has never been 
done as well, and the fun of driving against a CPU oppo¬ 
nent on the streets of Tokyo has a charm all its own. The 
only drawback is the lack of a two-player mode. Still, if 
you see this game at a decent price, grab it. It's a fun 
title, and a nice change from the traditional racing game. 


Pro Pinball was one of the earliest pinball games to be 
released on the PlayStation, but the high-quality graph¬ 
ics and the great ball physics managed to make it a 
quick favorite amongst die-hard pinball fans. It had one 
notable problem, though: you could only play on one 
table, which hurt the game dramatically. Fortunately, 
you could play four different games on that one table, 
which kept the replay value decently high. 

As far as pinball games go, Pro Pinball still has what 
it takes to compete today. The only major problem is 
the really bad load times. However, this problem seems 
to occur in pretty much any pinball game. If you take its 
one fault out, Pro Pinball is quite addicting and makes a 
great party game. New PlayStation owners who like 
pinball should definitely check it out, as it is still one of 
the better pinball games out there. 


The early days of the PlayStation didn't have many soc¬ 
cer titles, so Striker V6 was a welcome sight. It wasn't 
that much of a leap from a 16-bit game, but it did have 
a few neat features, such as the option to play both 
indoor and outdoor games and design your own team 
formations. The Scottish commentator was also pretty 
good, announcing plays without sounding repetitious. 

There are still only a few soccer titles out there, but 
Striker doesn't quite cut it anymore. The graphics are 
extremely sub-par, resembling a Sega Genesis game 
more than a PlayStation game. It also has very few 
options to adjust the gameplay, so hard-core sports 
fanatics may find themselves extremely frustrated. If 
you feel that you need every PlayStation soccer game 
out there, go ahead a get Striker '96 —but FIFA '98 
would be a better choice. 






Original Score! OQQl/BL 

New Score! OOi/e 


Original Score! 

Neui Score 


Original Score! ©©]/2 

New Score! © 


Ever wonder how games of the past would do if compared to today's latest 
hits? Wonder no longer, as PSM has gone back and dug out some of the 

PlayStation's classic games. We've replayed them in order to see if they still 

■ 

have what it takes to be number one and then rescored them to today's stan- 
dards. How did they compare? Read on and find out. 












hese are our ratings for some 
of the games released over 
the past several months. Check 'em 
out for any titles you may have 
missed, or just to familiarize your¬ 
selves with our thoughts on games. 
You don r t have to take our ratings at 
face value alone—think of Backlog 
as "review calibration." This way, 
you can judge for yourself which 
titles to spend your hard-earned 
cash on, and which ones to avoid. 


Alundra 0000 

Arcade's Greatest Hits Vol. 2 000 
Armored Core 00001/2 
Auto Destruct 0001/2 
Broken Sword 001/2 
Bug Riders 01/2 
CART World Series 000 
Castlevania: SOTN 00000 
Caesar's Palace 00 
C&C: Red Alert 0000 
Colony Wars 00000 
Cool Boarders 2 0001/2 
Courier Crisis 01/2 
Crash Bandicoot 2 00000 
Critical Depth 001/2 
Dragon Ball GT Final Bout O 
Fantastic Four 1/2 


FIFA '98 0001/2 
Fighting Force 0001/2 
Frogger 0 

Ghost In The Shell 0001/2 

G Police 0000 

Intelligent Gube 0001/2 

Jet Moto 2 0001/2 

Lode Runner 001/2 

Madden '98 000 

Marvel Superheroes 0000 

Mass Destruction 000 

MDK 000 

Mega Man X4 0000 

Micro Machines V3 0001/2 

MK Mythologies: Sub Zero 001/2 

Monster Rancher 00001/2 

Nagano Winter Olympics '98 0001/2 

Namco Museum Vol. 5 00 

NBA In The Zone '98 000 

NBA Live '98 0000 

NCAA GameBreaker '98 00000 


Need For Speed: V-Rally 0001/2 
NFL GameDay '98 00000 
NHL '98 00001/2 
Nightmare Creatures 0001/2 

One 000 

Pandemonium 2 000 

Rampage World Tour 001/2 

Ray Tracer 00 

Reel Fishing 000 

Red Asphalt 000 

Skulimonkeys 001/2 

Spawn The Eternal 01/2 

Star Wars: Masters of Teras Kasi 000 

Steel Reign 000 

Street Fighter EX Plus Alpha 00001/2 

Tennis Arena 000 

Test Drive 4 OOOO 

Time Crisis OOOO 

Tomb Raider 2 00000 

Vs. 001/2 

WCW Nitro OOO 
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Publisher Tecmo 
Developer Tecmo 


Release Date March 
Type Fighting 






> Tina is one of the charac¬ 
ters who has the ability to 
perform multi-part throws. 
You can transition this back 
leap into a special flipping 
arm breaker if your timing 
is right. Sounds painful... 
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A Since each character relies on a specific style of 
martial arts/ they all fight using different stances. 
Some of the lighter fighters have a more free-float¬ 
ing stance/ while the bigger fighters are more rigid 


A Kasumi is a practitioner of Ninjitsu and has 
mastered many swift attacks. She can pull off 
moves like this shoulder lunge before you even 
know what hit you! 


> Lei-Fang is one of the youngest of DOA's characters. She 
currently lives in Montana, where she attends the local uni 
versity and teaches martial arts in her free time. 


C3 ecmo's Sega Saturn port of Dead or Alive was sim- 
UP pfy brilliant, equaling if not surpassing the once- 
immortal Virtua Fighter 2, so we were thrilled to hear that this 
innovative fighting game was on its way to the PlayStation. 

Each of the nine characters' moves are based on a spe¬ 
cific martial art, just like in Virtua Fighter 2, so you have a 
broad variety of forms to learn. Muetai, Taikyoku-Ken, 
Ninjitsu, and Karate are but some of the fighting styles the 
characters possess. There is also a hidden boss character, 
Raidou, whose attacks are amazingly devastating. 

What makes DO A so special is its rather original and 
extremely innovative fighting system. By combining different 
successful ideas from other fighting game franchises and 
adding some rather inventive ideas of its own, Tecmo has 
created a unique style of gameplay that looks to push this 
genre to a whole new level. 

Blocking is done in the Capcom-ish manner, so simply 
tapping back will defend against incoming attacks. This is a 
major change considering that almost ail of the Saturn-based 
polygonal fighters use a specific button for blocking. Tecmo 
did this for a reason—-now that all blocking is handled by the 
directional pad, you can execute more important features 
such as reversals simply with a single button. And reversals 
is where a lot of DOA's depth is found. 


You can reverse virtually every single attack, throw, and 
special move, which will require you to readjust your fight¬ 
ing styles. No longer can you constantly pound on the 
punch button or repeat the same special move over and 
over again. If you do, you can bet that your attacks will be 
easily countered, and your character will find themselves in 
a compromising fighting position. Of course, if you try to 
attack characters right after you reverse them, you could find 
yourself being reversed. This tug-of-war type of match is 
exactly what gives DOA its charm. If that wasn't enough, an 
energy-charged ring surrounds the 10 different fighting are¬ 
nas. Called the Danger Zone, this lethal area will 
cause massive amounts of damage to any char- 
acter that happens to fall into it. ^ 

PSM has yet to see a playable version of 
DOA but the screenshots lead us to . /000 0 ^!!1 

believe that this could be one of the finest I 
and most impressive arcades ports ever. : ; 

If Tecmo can spend as much time fine- lJ JR *1 L A 

tuning this PlayStation version as it did y-'inBH fiSf* 

the Saturn one, then Namco had bet- / 

ter watch out. Dead or Air/e could 

very well be the game that topples 

the giant called Tekken 3. i 


's buxom babes are 

ing their way onto the PlayStation! 













“TINtt 


TIN ft 


T (NR 


their fair share of throws, none 


Dead or Alive has. Every character 
has at least ten throws, and some 
have even more! There is certain¬ 
ly one for any given situation. 


VM? 


I The most dangerous position that you can be in 
is facing away from your opponent... 


...This allows your opponent to get in close 
enough for an easy but damaging throw. 


A The damage is even worse if they manage to 
throw you into the Danger Zone! 
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One of the highlights of the PlayStation conversion is the addition 
of a vast number of explosion and lighting effects. While this might 
not add anything to the actual fighting, it does make the game 
seem that much more exciting. 

The atmosphere is similar 
to Hong Kong martial / 

arts films. / \ 


You hove to love seeing on explosion after 
hitting your opponent with a powerful attack, ft 
just makes you feel ail good inside! 


While lighting 
effects such as 
explosions are 
most often 
unnecessary, 
they do add a 
unique charm to 
the fighters that 
feature them 
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Especially against the darker backgrounds, 
these explosions really showcase the improved 
game engine that Tecmo developed. 
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Each time you play through OOA, you are reward¬ 
ed with an alternate costume. Here, Tina and Lei-Fang 
are sporting their new fashions. 
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By using a technique called 
Gouraud shading, Tecmo was 
able to make the characters look 
more life-like and less polygonal, 
Check out how good Tina's legs 

look! Hubba Hubba! 
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Surrounding each of the fighting arenas is a 
dangerous area of charged energy. Called the 
Danger Zone, it will cause damage to any 
character who lands in it. 


jl If you can knock your opponents into the Danger 
Zone, then they will be catapulted into the air by a 
massive explosion. 


P- Kasumi's training as 
a Ninja gives her an 
arsenal of countless 
throws and holds. 
She's also very fast. 




a For a greater challenge, you can turn the whole 
fighting arena into one giant Danger Zone. What fun! 


k. As a member of the pro-wrestling league, Una has 
learned a lot of powerful moves—like this clothesline. 


Lei-Fang fights in the same manner as VF's Akira 
using a lot of kicks and palm strikes as attacks. 
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A One of the new levels that has been included in the PlayStation version is this 
island. While it does resemble Jeffrey's stage from Virtua Fighter 3 / it's unknown 
whether or not you will be able to fight in the water. 
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DOA is based on the 
same hardware as Virtua 
Fighter 2, but this game 
relies a lot more on aerial 
attacks. Very many of 
DOA's attacks will result in 
your character jumping or 
flipping through the air 
towards your opponent. 




.'. Kickflips have pretty much become common- 
place in polygonal fighters, so it should come to no 
surprise that DOA has them also. 


Sometimes the best attack can come from 
the air. Here, Tina leaps in with a kick that 
completely surprises Kasumi. 


A variation of the kickfiip, this forward flip i 
fast and covers quite a bit of distance. It's also 
hard to see coming. 


At the core of DO As fighting engine is an intricate reversal and countering system. By hitting 
the "Hold” button just before an attack hits, you can redirect the attack in several different 
ways and then counterattack with a special move of your own. This feature really adds to the 
gameplay, and forces you to be much more aware at all times. 
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T Unlike most games that just 
require you to block an incom¬ 
ing attack, DOA allows you tot 
parry them and retaliate with 
an attack of your own. Here, 
Lei-Fang reverses lack's attack 
and follows through with her 
patented gut punch. 


A If Tec mo can maintain the 
60 fps gameplay that was 
found on the Saturn version, 
then the PlayStation version of 
DOA could play faster and 
smoothly than even 


more 

Tekken 3 ! The characters just 
seem to move so realistically 
this game. 
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► After becoming a Ninja . 4 
master at only 16 years Mjy 
of age, Ryu started to Jr' 

form his own style of 
martial arts. Now at 23 , 
he teaches this form at his antique 
shop/do jo in Cincinnati. 
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A The Frankensteiner. Strangely enough, it's one of 
most popular moves in the game. We just can't figi 
out why, though *M 


A It seems that the females in this game are 
ter than the males. Not only for the visual a 
also because their moves are often more eff 


/ Kasumi has the ability to pull her opponents past 
her, leaving their backs vulnerable to attack. 


With two skilled gamers playing, DOA can look 
like a ballet of counters and escapes. 


imtesocfi 


If you can get close enough to your opponent, you 
can flip over them and then attack from the rear. 


A While most reversals don't cause any damage, you 
can combine them with a throw for an easy combo. 
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Visit your local retailer or call 

■MJ18-225-5167 for orders only 
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^Individual 
pitcher and batter 
animations are based on 
real MLB players. 
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4 Heave a fastball 
||||vn the pipe, and 
it's likely to land on 
the wrong side of the 
outfield wall... 
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? Five dynamic camera perspectives add 
a broadcast television feel to the game. 




A The new 3-D polygonal engine allows for more realistic players 
and stadiums than last year's game offered. 


D n a relatively short amount of time, Sony has become the flow- :ai 

one of the premier console sports developers. Its ing water- 

Gameday '98 title raised the standard for football games, and falls in Kans- 

NBA Shoot-out '98 was among the best basketball titles for any as City, add 

system. The company is setting out to repeat that success in nice touch of realism to 

the sport of baseball by significantly revamping its already solid the game. 

MLB series. Full season, home-run derby, and World 

The first change is an overhauled graphics engine, which Series modes are included with player 

features 140 personalized batting stances and pitching styles, awards, and Alt-Star rosters are based on 

animated with all-new polygonal player models. The game will individual performances. Sony has also 
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such as collisions, backhand stabs 


jf 

and even powerful "crow hop" throws. 

Along with the graphics improvement, alt statistics and 
player profiles have been updated for the 1998 season. New 


For those who feel baseball videogames are simply too 
slow to enjoy, MLB answers with much faster gameplay 
and far less loading time than before, making it easier to pick 
up and play a quick nine innings. If all these new features come 
together well, Sony eouid definitely challenge EA's Triple Play 
series for the PlayStation baseball crown. 




Devil Rays are included, and all teams will play in stadiums that 
feature unique landmarks. Stadium-specific features, such as 
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A The close-ups look good, but from a dis¬ 
tance, it looks like a real-life game in action! 
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A Animated landmarks, like the waterfalls 
Kansas City, make the stadiums feel like 
their real-life counterparts. 
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Diving catches and other defensive moves were A Players can even throw off their knees after a 
animated to capture die feel of a highlight film, quick Infield grab.! Reqlistic enough for ya? 


4 If this player lands in die dirt, his uniform 
stayii dirty throughout the inning. 
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Publisher Interplay 
Developer Pixelogic Limited 


Release Date April 
Type Action/Shonter 
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& It's not very nice to shoot at civil¬ 
ians, but it sure is fun to watch their 
cars blow into pieces! 


a All of the player's vital information, A Targets appear around enemy 
including a real-time map, is right on vehicles to differentiate them frot 
the dashboard in both views. innocent local traffic. 
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~£ Explosions in the game are brilliant, if not e lit 
tie blinding. Details like this are what will bring 
this title the most attention. 
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< Check out the lens flare coming off the 
cycle's sirens. Now if only the game 
can catch up to the graphics... 
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Crime KHIer is the new action title from 
. Interplay is working to take the extreme- 


pi '-'terrain, althougn the gameplay 
mechanics still need a lot of 
f:£ tuning. The screen also tilts 
and shakes in reaction to turns 
and : explosions, drawing you fur- 




it looks 


an intense car 


x A Fly above the streets in a wing and take out 
5 T your enemies below! It's still unknown whether 
toV it will be able to fly over all the terrain or just 
cx be confined to the streets. 




year 2115. Basically., your mission is to keep order or 
the road, employing a variety of weapons to help out 
You'll also have to deal with a variety of emergency sit 


it comes to special effects, it seems that everything the 


lens flare, light sourcing, and transparent smoke—all a 


machine guns never felt so good—just 


You will be able to pilot one of three different types 
of law enforcement vehicles, depending on the mis¬ 
sion. You start off in the cop car, but you'll progress to 
piloting a high-tech cycle and a low-flying wing. The 

i8|l 

serious attention to 


a bit of a Blade Runner feel, and is reminiscent of G 
Police. The environment seems fairly large, as well. 


tnat ine developers are paying 
detail. Secondary weapons like missiles and lasers 
actually have launchers that emerge from compart¬ 
ments within the vehicle bodies, as opposed to other 


0) o 4 It's your standard-issue futuristic cop car, com 
-j co CD plete with missiles and lasers for all those drunl 
lit • M drivers who refuse to pull over. Even if they dig 


is the engine. Other games in the genre can't even 
compete with Crime Kilier's intense speed. This is a crit¬ 
ical element, because high-speed chases make up the 
majority of gameplay. The 3-D objects are totally solid, 
and pop-in is minimal. A dark fog obscures buildings in 
the distance. The vehicles move smoothly through the 


missile launchers. As more of the gameplay is im|jj 
minted, PSM will be there to bring you the latest 
scoop on this hot developing title. 


. 


4 The cycle is extremely maneuverable, and its 
small size lets it reach tight places the other 
vehicles can't. It also pulls a cool wheely when 
it accelerates! 
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All of the vehicles will feature a 
primary weapon 
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firepower. Secondary 
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The police car has laser guns that come out of it 
sides. Fire away whjle using the tight turn button, 
and you can pull off 360 -degree laser sprays! 


a mortar-type weapon that 


fold out of your vehicle when in 
use, adding nicely to the game's 
quasi-realistic detailing. 


side and is completely upgradable, but first you 
must find the correct power-up. 


long-distance destruction 



























































































































Release Date Summer 
Type Actian/Adventure 
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|h| ur latest revision of Ninja shows that 
ImJP the game engine and the levels are 
progressing quite nicely. Ninja owes a 
bit of its heritage to the already clas- 
PF*^ sic Tomb Raider, but it has been 

tweaked plenty enough to be- 
y come its own distinct game. 

lilj|PRfe:-h.Bke Tomb Raider, Ninja is 
played from the third-person per¬ 
spective. However, instead of the behind- 
the-player camera, Ninja opts for a view that 
is farther away and puts the game in an 


The controls 
are tight, but at 
this early stage 
they are a bit diffi¬ 
cult to gauge pre¬ 
cisely, due to the 
high amount of 
diagonal move¬ 
ment you must 
use to get around. 
Hopefully, support 


‘Ancient 

Japanese 

proverb 




A In Hell, you must fight this demon boss. 

Hell was a very popular spot for ninjas to go 


Your character has an array of offensive 
moves, including knife-throwing, sword¬ 
swinging, and of course punching and kick¬ 
ing. Also in your arsenal is the very powerful 
and quite spectacular ninja magic. 

Most of the enemies and puzzles 
haven't been put in yet, but what we have 
seen so far looks very promising. It's our 
hope that Core will add a bit more emphasis 


tive allows you to see more of the environ¬ 
ment at one time. As you round corners and 
change directions, the camera will subtly 
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perspective. The world has a much more 
"solid" feel to it than the previous Core 
games, and there is no sign of polygon 
glitching to be seen. 

The environments you play in are 


■ . 


ninja's traditional mystique, rather than mak¬ 
ing a plain fighting-fest. Wei! let you know 
more as the game progresses! 


A Who knows what sorts of nasty surprises 
wait for you in the graveyard.,.? 


Jm were a 
ninja back in 
the good old 
days, chances 
are you'd dress up 
real creepy, like this 


est area {along with a beautiful river) 
to a crypt, and of course the obligato¬ 
ry palace. All of the levels are beauti¬ 
ful just to look at, and are teeming 
with indigenous wildlife. It's a nice 
touch when birds fly out of the 
trees as you run past, and little 
bunnies scatter as you chase 
after them. 
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be mighty dan 


v i he river can 
gerous unless you stay on the 
path. See, if you fall into the deep 
water, you will instantly drown, 

Ws a lithe known fact that the Ninja's 
greatest enemy was water itself. 


A For some reason, you start the game by 
falling into the first level. Kooky ninjas! 


A Just as 
if was back in 
the days o£feu¬ 
dal Japan, the 
mountainsides 
are littered with 
swinging blades 


d One of the many 
opponents you must face 
is this buffed samurai 
woodcutter—the arch¬ 
enemy of the Ninja. 
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Evidently, it was always dan 
gerous to wander in the for 
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4 Now what sort of wildlife could You have to keep an eye out for 
these traps be set for? Ninja Bears? this barely visible trip-wire, or.,.. 


...That's right—it's the famous 
"falling spiked log" trap! Argh! 


traps that people left around 


A Ninja is filled with cool effects, such as 


the transparency used on these doors. 



A The forest is packed with many different 
forms of wildlife—all of which are deadly! 


































































































MATURE 



Publisher ASC Games 
Developer DMA Design 


Release Date April 

Type Overhead Racing/Shooter 
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Drive fast and carry a big gun 
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D m ust pick up and play Grand Theft Auto for five 
P minutes, and youll realize that this is a game 
that doesn't really take itself too seriously. Despite 
what some groups areiikely to say, the game doesn't 
truly advocate car-jacking, spot-assassination, or even 
running over numerous pedestrians. These are merely 
a means to an end. Sure, the end is to become the 
biggest bad-ass crime lord in the city, but isn't that 
everybody's goal these days? 

in Grand Theft Auto, you are assigned missions via 
payphones in Central park. Missions vary from deliver¬ 
ing cars to the chop shop, to playing the getaway driver 

- —- ___i - at a bank rob- 

. 
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gang leader because your boss is sleeping with his 
wife. The game offers many different cities to operate 
in, and each city has a wide variety of missions. In addi¬ 
tion to the "official" missions, Grand Theft Auto also 
has many sub-missions and plenty of secrets. 

Central to navigating the huge cities is car-jacking. 
This is fairly easy to do and requires only a single but¬ 
ton press. Cars vary in speed and maneuverability, as 
you would expect them to. For example, a bus isn't 
going to corner as well as a small motorcycle, but the 
bus is a lot more fun to drive through metropolitan 
areas. The music changes with each car you drive and 
gives the effect that you're listening to each car's radio 
(even with mock station identifications), Unfortunately, 
this means that if you choose a pick-up truck, you may 
have to listen to badly done country music. 

Jack too many cars, hit too many pedes- 
\ trians, or go on a police car destruction ram- 
\ page and the city police will hunt you 
\ down. The longer you last and the more 
| you aggravate them (example: cop 
c l | killing is badl the more effort they will 

i*ir v | spend trying to capture you. It's a good 

(■L^/ Jr ^‘ n 9 y° u can arm yourself with a pistol, 

machine gun, or rocket launcher to help 
14 |jF get yourself out of sticky situations. 

Overall, Grand Theft Auto looks 
to be a fun game with loads of stuff 
to do, as well as some controversy 
to generate attention. Hopefully, a 
reviewabie copy will come our way 
before the next issue! • 
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While previewing the game, this 
drama suddenly broke out... 
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.- .J ▲ In GTA, 

you can run 
up and rtp people 

out of their cars while the person behind just 


A "Hey mister, watch out! There's a bomb 
in the truck!" 


watches. This must be LA. 


A "Everybody get outta the way! There's a 
bomb in this truck!" 


A Sometimes reckless driving will seriously 
disrupt the flow of traffic. Fortunately, every 
body doesn't drive this way... 


S8B33 


A "Dang! i told you there was a bomb in 
the truck. Good thing I parked it next to 
the children's home so 1 could get some 
bonus points." 


A GTA has four criminally bent characters 
for vou to choose from. 


A Just pick up one of the payphones to 
receive your next mission. 
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The superbike is the fastest vehicle you will 
find. Unfortunately, it provides no protection 
against running into an oncoming car. 


A Whoever bought the pink Jeep should be 
carjacked just on principle! 


It's great that you can steal the bus, but it 
would be far more dramatic if schoolchildren 
jumped out the windows... 


sine is cool, but I wonder why the 
rap musk while you're driving? 
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Mega-guy, 
slow down! 
And don't 
run with 
those sic- 




Man action was dead wrong~~your 

: 

thumbs will be numb for days! 


ince our last issue hit the news 
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Rockman Dash. But what's the scoop on 
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the blue wonder's first 3-D adventure here 
intheU.S.? 

For starters, Capcom has decided to 
drop the "Neo" from the game's title— 

from this point out it's Mega Man Nova all 

. 

the way. So what if it may remind some of 
a certain gas-guzzler from the 70s? Aside 
from the unexpected renaming, translation 
work on the game is rapidly nearing com¬ 
pletion, which means one thing: it's closer 
to coming out than you think. 

;:,ir Vygffii' Vy p p -r.'r ic;l^j,'i. ■ ni y • j:ti>'£; itj&tf&jfi iilMSfftj'li .'•'■:■ i -.: : *• ‘•-' 1 -v 3 W -' r ■*'::v.'- Mr£l*-j ‘X '?:${:■'• •>•;)'■ iisjiA&*?J:v^^Jp 3 u.iU> 

In case you missed our last couple pre¬ 
views, here's the story so far: Having dis- 
patched the flying nightmares of the 
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game's villainess and saved the peaceful 
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its lengthy cut-scenes. They tell the 
game's story with uncanny flair, and game- 
play itself is running as smooth as ever. 
Voices 1 accompa ny fa ifo n? 
screen text, adding to. the 
movie-like presentation. 

The ability to equip more 
powerful variants of Mega 
Man's standard blaster is 
now present, and it comes in very handy 
during the frequent boss encounters, 
new ii ah 
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& Strike that victory 
me, Mega Man. 

V i 

You know how- 
cool you are, so 
just flaunt it. 


!•• v. 


. " ■ ■.' ■■ . 

SWW.'izV® 


mve ■• ■• • 

i 

J 

- : 0 v^imv' : g 

.■m.-.v.-.-j. r -v.'- 

\ ■ 




S-HSSB 1 ; 






: ; - 1 . : i.; : \v 
IM,r* ji* i_vL 






Hilp 




Re-titled and raring to go, Megi 
Man Nova is shaping up to be one 
heck of an adventure. Fans of the 
series and newcomers alike get 
ready—Capcom's next biq action/ 




with the town officials. But just b( 
things seem peaceful doesn't mean 


soon as he can dust off 




his armor, Mega Man is thrust back into the 
heat of battle against the forces of the 
game's shady enemy. 
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A Look out below! As if Mega Man's 
land-based foes weren't trouble 
enough, maniacal airborne enemies 
soon appear to make things worse! 
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game — a little adventure, toads of action, a 
brief respite during cut-scenes, and right 
back into the action. Anyone who thought 
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m Nova s sec- 
ond boss migh 
look like it 
wants a really 

i*r i . 

big hug, but 
don't be 
fooled—it's out 
to squash our 
hero with its 
massive arms. 
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sucker! Thanks 
to Mega Man's upgrad¬ 
ed gear, this guy's reign 
of terror is short-lived. 


A Following his run-in with boss number 2 , Mega 
Man heads right back into the heat of battle, this 
time against a nasty legion of tanks. 
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Blast the chains of slavery straight tD Hell, loin the rebellion and fly the 
hottest ships in the stars. You'll master six unique craft in your quest, each 
with different flight characteristics and weaponry. You'll fly more than 70 
unique missions, success or failure determining a destiny that lies along one 
of five different paths. The cost of freedom is high. Are you willing to pay it? 


Psygnosis and the Psygnosis logo are trademarks of Psygnosis Limited. ©1997 Psygnosis. Ltd. All rights reserved PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc The ratings icon is a trademark of the Interactive Digital Software Association. Visit www.colonywars.cam for a chance to win a trip to Space Camp 


























































































































































Publisher Sony 
Developer Square 


Release Date TBA 
Type Shooter 
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A Don't let the eye-popping 3-D back 
grounds distract you from staying 
alive and completing your mission! 
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A f/nhander is intense. It doesn't help 
that a lot of Hie time you just want to 
look at the gorgeous effects! 


A As you descend into the darkness 
your enemies stalk you with their 
floodlights—a really cool effect. 


A This enemy is down but not out. 
You've dealt it a critical blow, but it 
will still try to kill you. 


A In this stage, you'll quickly need to 
flee the scene after you destroy the 
main boss in the supply depot. 







A In most lev¬ 
els, you'll also 
have to face a 
sub-boss mid¬ 
way through, 
tike this police 
cruiser robot. 


atmosphere. You ffy through 
a Bladerunner-esque city¬ 
scape, dark mines, and stor¬ 
age facilities, and you even 
chase down an arms train at 
night. Einhander excels at 
surprising the player around every turn, and the ending 
is downright spectacular (but don't worry, we won't 
spoil it for you). One of the best things about 
Einhander is that you'll always play "just one more 
game" to try to see what's coming next—and you'll 
never be disappointed. 

This title could definitely turn around the miasma 
that has plagued the shooter genre for the last several 
years. At press time, no solid U.S. release date was 
set, but hopefully Sony will hurry up and release the 
game so everybody can see what the fuss is all about! 


era that whenever a new shooter came out, it 
would add something new to the genre. Whether it 
was gameplay-wise or just some new graphical inno¬ 
vation, the industry's focus was on shooters. Since 
then, these games have come to be thought of as a 
genre lacking in new gameplay and innovation. Luckily, 
there seems to be a comeback on the way—first with 

r 

Raystorm in '97, and now with Square's Einhander. 

Einhander is a gamer's dream. Everything neces¬ 
sary for a good shooter is here: great graphics, tight 
control, amazing sound—this game has it all! 

In the game you control a ship called the Einhander. 
Your ship has its normal gun, but it also has a unique 
ability not seen in any shooter to date: you control an 
arm that can be rotated to the top and the bottom of 
your ship. The arm can grab your enemy's weapons 
and use them, even when the enemy is using them 
against you! This skill is critical to master, because 


W«H 


bometimes tmnanoer wifi change the camera 
view lust slightly to give you a feeling of depth 
This never lasts for very long, and sometimes 
serves as a quick breather. 


► You can't Kelp 
but get an omi¬ 
nous feeling as 
you begin your 
assault on one 
of the game's 
heavily guarded 
enemy bases. 


► The first-level boss 
attacks with a giant daw. 
He's easy to beat though, 
once you take the daw 
away from him. 






you with it. Each weapon you grab is beautifully ani 
mated, and unique in look and purpose. For 
example, the vulcan cannon spews rapid fire Ilf 
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« As you fly 
through the 
hanger area, 
you can watch 
the activity 
taking place 
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you an almost iightsaoer-type apparatus th 
you can swing around. 

Einhander's graphics set new stan¬ 
dards in creating an amazing gameplay 




The first major boss you will fight is a 
lumbering abomination of a machine. 
Make sure you kill it quickly, before it 
Starts swinging its head at you. 


The first boss' giant beam cannon is just one 
of the countless weapons that are out to turn 
your ship into worthless scrap metal. 


A This boss is simitar to many of the shooter 
bosses of old. What the old bosses couldn't do 
however, is crawl on all of the walls in 3-D! 


A You fight this tank boss in the desert at night. 
The effects are so detailed, you can even see 
the dust kicked up in the headlights! 


The backdrop for this boss battle is really 
breathtaking. In the background, vents give off 
steam illuminated by the setting sun. 
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eieased in -Japan as Gran Turismo , 

Sonys new driving simulation ^ 

will be coming to U.S. PlayStations under ^ in. Objects that appear in the far dis- 

a possible new name in late March, v jjzpx-' ■ ,y tance are made of simple polygons, 

We've been playing the import version but as they scale closer’ the level of 

for a while now and just can't put it down. detail increases. The cars themselves are 

The control is dead-on, complete with power slides and real- modeled extremely accurately. This must have been quite 

istic physics. However, that's only the beginning when it a task for those doing the rendering, considering how many 

comes to how this game will drastically raise the standards cars there are in the game! 

of racing games on all home console systems. Just about every new car from almost every car manu- 

Gran Turismo is basically two racing games in one beau- facturer is in included, bringing the total amount of cars to 
tifully presented package. In the Arcade Mode, you com- around 100. Sony is still working with the licensing of some 

pete in single races against a field of competitors on the of the Japanese cars for the U.S. version, but any cars that 

track of your choice. This mode .is simular to those found in get dropped from the game will likely be replaced by other 

the majority of racing games for the PlayStation, and is set models—possibly U.S. made. This factor alone will drop the 

up so you can just jump in and race. The Arcade Mode alone jaws of car enthusiasts everywhere. On top of all this, the 

ypdi;be^ 

game so much more than just a great racer. It's essentially 
a car fanatic's simulation, in which you must first go through 
the process of getting your license, then buying a new or 
used car from a dealership. Next you must buy new parts, 
fine tune the car's settings, and race it on the weekends in 
a variety of different competitions to earn more money. You 
can also test your car's performance on a practice track. The 
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ture. The glorious replay looks like you’re actually watching 
a race on TV—it's really that good! People walking into the 
hile you're playing will do a serious double-take 
ey realize they're watching a game, 
an eagerly awaited title. It is sure to get high 
markfTrom us when it comes out, as long as nothing major 
is lost in the translation. You 
can also look forward to 
a comprehensive 

strategy guide in / - TT'T ^^^ k 

an upcoming. is- ^ ,:u ; T :; . 

sueofPSM! / 


room 


adjusting, and racing for hours upon hours, as the possibili¬ 
ties of this mode seem endless. 

The terrain you race by is about as true-to-life as you're 
going to get on the PlayStation, and it rounds out the solid, 
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^_ A In most 

racing games, 
Hie competing cars 
will spread out over the course of a race, in 
Grand Turismo, the competiHon stays fairly 
bunched up for Hie entire race, which makes 
for o more challenging and entertaining race. 


A Effects like smoke are commonplace, but skid A The two-player split screen is extremely 
marks—a standard—are conspicuously missing. playable, but unfortunately there's no link mode. 


Grand Turismo sports the most dra¬ 
matic and fun-to-watch replay ever 
seen in a home console racing game. 
With realistic reflections on the cars 
and camera angles that zoom, pitch 
and change depending on which part 
of the course you're on, players may 
spend more time in the replay mode 
than actually playing the game. You 
can even save favorite replays to a 
memory card, or edit them in the 
replay theatre—awesome! 
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game, but need to be unlocked by 
winning races. Each track has its own 
tough spots, as well. You'll need to 
memorize them if you want to 
achieve record times. 


This sequence of shots is the best way to 
show off the incredible replay mode, but it 
still doesn't really do it justice. The replays < 
simply amazing! 
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Everybody wants to know how many views there are in the latest racing game, as every 
one has a preference. Gran Turismo does not disappoint in this department. 
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maximize 


dirtier, to the 
point where 
the paint job 


the car wash 
swiftly makes 
it looks as 
ood as new. 


R.30&009 


jsias 

ts w ae most 

interested in t 

:he vane 

irs w 


x versio 

“ r ;-T" 

n, bul 

: you car 

jV.:'.; ■■' . ■ . . • ...'N.S 


; sus 

has 

E 1 


jii i w . .v;v" 1 





fi! 

30 

mm 

ia rac 

ing 

uisl 

a 

il 

H 

IPS 

listi 

ng 

. t ' 



w/ 

• • 


:a 

. i ■- 

rs 

iMssisrst] 

aarn 

se, 

i ne t 


1 

m 

jjjlS 

If--:;'. 

'..vah 




1 


uric 



d 

IP* 

1111 

iH 


ics 

an 



■ 




: : 

-.'-i V; .V- 

at If 

jj 

H 

ear 

.V '; " 

■j 

at 

pii 

JHM 

1 

rac 


§1 

§B| 

m 

m 

J 

■ 

h 

BPS 

~ ;■ 


id 

CUS1 


: r ' ' 




... :■ .. ■ . 


f kj 


i X" 1 

33 




.4 The Options Menu gives you access 
to several different view settings, 


A As usual/ the first-person view offers 
the best illusion of speed. 


A The closest outside view shows the 
most detail on your car. 


A The medium view still shows some a The far-off, wide view naturally con- 

detail, and gives you a wider view. veys the least amount of car detail. 
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Publisher Sony CEA Release Date TEA 

Developer Whoopee Camp Type Action/Adventure 
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-4 Being a boy of the wild 
and all, Tomba hasn't 
seen a barber in a really 
long time! 
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One part side- 
scrolling action, 
one part RPG, 
Tomba looks to 
be all fun! 


B or last month's preview, all we 
had to play was a short demo. 
Since then, this unique title was released 
in Japan and we finally got our twitchy 
gamer hands on a copy. Now that we've 
had a chance to explore more of Tomba , 
there is even more reason to be excited 
about this unusuai title. 

The RPG elements are much more 
of an integral part of the gameplay 
than originally thought. Along 
with Tomba's main mission 
of trying to find and retake / : ^p 

his special bracelet (which / I 

the Demon Pigs stole), 
you have a large number of 
subquests to solve, as well T 
as helpless puppies and small XT 
children to save en route. Some ^ 

x -u i A Yc 

of the gameplay Tomb < 
wggggggn&, will even be in 

the traditional 
ES£SjB| 45-degree RPG 

view, like when you are 
exploring a village and 
talking to its inhabitants. 

[ Finding out what 

[ Tomba has to do next 

[ always requires talking to 

S someone, and the game 

l features a lot of text. 

Often, just when Tomba 
[ thinks he's done with a 

■BK particular area, he will run 


into someone that needs help. This will 


particular item. Therefore, you must con 


all the possible secrets. In addition, 
when you return to an area you haven't 
been to in a while, things will have 
changed a little (sometimes a lot}, with 
new challenges and paths to try. 

As for items, magic or other- 
wise, Tomba is items galore— 
with menus and submenus 
% \ to organize them all. The 

fc, ,J L 1 actual gameplay is still 2-D 
^ 1f|| I side-scrolling goodness, 

and ' t,s more than ^ un with 
j the game's dead-on control. 
hy To show off the fact that it's 
still a next-generation title, you 

hrafbn can also move in and out of 
through the game's the polygonal backgrounds to 

emos ‘ reveal different paths and hid¬ 
den items. This increases the 
size and complexity of each board. 

The successful combination of two 
genres, plus the wacky story line and 
charming characters, is what really 
makes this game the jewel that it is. We 
just hope none of the charm will be left 
out in the U.S. translation, and the zany 
storyline will remain intact. This is defi¬ 
nitely a title to keep an eye on if you're a 
fan of either genre or just enjoy a well- 
thought out, fun game. 
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Tomba has the abil 
ify to climb sheer 
rock, a handy skill 
that will surely 
save his life more 


■ : ;• V •••:. .. n 
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we get the frog to ride on Tomba's back. 
Take him to this area and he'll jump into 
the pond and give a couple extra lives in 
return. Tomba is filled with mysteries! 


All the elements of an RPG are here, 
with the exception of turn-based 
fighting. You have to talk to people, 
find and equip weapons and items, 
as well as use magic. But you won't 
be going anywhere unless you talk 
to the local inhabitants. 


Ail the elements of a solid action 
platform game are here, too. Tomba 
has weapons to battle with, as well 
as his favorite attack—the "jump on 
the baddies back then flip them" 
move. He will also learn new abil¬ 
ities to help him solve tricky plat¬ 
form puzzles. The game even 
has a few leaps of faith, but it's 
really all about great qamepiay. 


A Some areas are still 2-D side-scrolling, but 
oil Tomba can do is talk to people. Here, if 
he gives the old man all the baby birds he 
has collected, the old man will give him a 
key that will finally open some of the trea¬ 
sure chests in the previous areas. 


A The quickest way to solve this puzzle is to 
use your weapon to moke the platform turn 
in the desired direction. 


A This is where Tomba starts to look more 
like an RPG. There are towns and villages 
to explore, all from this 45-degree angle 
view. Ail the action will still happen in the 
2-D mode, though. 


A What's a platform game without plenty 
of platforms to jump on? 


A When Tomba first meets the dwarves, he 
can't understand their language. Only with 
continued interaction and exposure to the 
language will he develop a high enough 
level of comprehension to understand it. 
This inevitably leads to a major subquest. 


To show you now an area can change as 'he 
game progresses, the first time you encounter 
this field there are just these spiky plants. Once 
you. talk to the dwaives and find out how some of 
them are being held by the Demon Pigs, you 
must return to the area. All the spiky plants will 
have puffy things on the tops, and some will even 
be hiding captured dwarves. 


This is how this field looks the first time 
you come across it. It's pretty barren, except 
for the tail cactus-type things. 


Later, when you go back to the area to 
look for some captured dwarves, these 
puffy things are everywhere! 
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PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. "ALUNDRA" is a trademark of Sony Computer Entertainment Inc., licensed by Working Designs. Original Game © Sony 
Computer Entertainment Inc./Matrix 1997. English Translation © Working Designs 1997. "Working Designs" is a registered trademark of Working Designs, Inc. All rights reserved. Landstalker is a trademark of SEGA 
Enterprises, LTD. Combatting wetness, one dream at a time! For a dealer near you, call (916) 243-3417. Call 1-800-771-3772 for Game Rating Information. 
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Brazz sure is one tough- 
lookin' zebra. Nice mohawk 
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Sunning isn't 
tfie only way to 
beat your oppo* 

nent. The Arche 

■ 

level, for exam¬ 
ple, will have 
several areas 
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A In the city course, you'll mostly be running on concrete. However, it 
does have some pretty weird industrial areas that offer several inter¬ 
esting alternate paths. Just don't slip up on the green ooze) 
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:E% AT our initial response to this new title may 
mUjm bring to mind the old fable about the race 
between the tortoise and the hare. Only Running 
Wild's story has taken this simple premise to 
new extremes, and dropped the boring tortoise 
off along the way. The gameplay consists of rac- 

Watch out for in 9 38 0ne ° f 

mud, it'll bog down beasts from the 

your oversized am- dOm 00 foot th 
mal feet in no Hme! UU ! Ul IUUl ' 

cuit tracks in a-\ 


The three difficulty set- 1 • .Ci¬ 

tings dictate the amount of \ JSiF 
laps you will need to com- 
plete, as well as offer different V ^ 
variations of each track. Scattered 
throughout the courses are many power ups 
that do everything from giving you a burst of 
speed to increasing the size of your character 


•y j ' ■ * • -wv ■- •. 

: jO-J^3t U* 

' 


u 

I 


. 


A This area of the Volcano track 
features fireballs that drift back 
and forth across the course. 


A On the desert track, tumble¬ 
weeds will be crossing your path. 
If you hit one, you'll be eating dirt 


add further variety as you play through the game, 
each track has its own extremely fast boss that 
you must beat in order to progress through the 
competition mode. 

To top off Running Wild's appeal, the devel¬ 
opers are including a multiplayer mode, where up 
to four people can play at once on a four-way split 
screen. Also, as with a few of the latest games 
out there for the PlayStation, you can adjust the 
game's frame rate. Running Wild can run at 60 
fps, but when you play in multiplayer mode, the 
rate will come down to 30 fps. So far this game 
looks promising, so keep your fingers crossed! 


^-rsi,'■ - ; 


UJ-rtc+h T-he Road! 


track has its own theme,, 
and they are extremely 
detailed—with multlpie 
paths and a ton of short¬ 
cuts and secrets. Because of 
the brilliant design, you can 
take a variety of paths— 
t some are faster 

tSm, ■ than others, so 




The game's courses have a whole lot more to offer than just 
simple tracks with your average corners and straightaways. 
They beg for you to use the environment around you to get 
ahead in the race. Every course also has tons of obstacles to 
trip you up—literally. When you hit an obstacle, you will lose 
all of the speed you have built up, and you'll have to work on 
building that speed back up. „„„ 
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me animals you race *.. 
as are pretty silly, but m 
that's actually their J| 
appeal. They all & 
stand upright, and w& 
they're dressed in 
some seriously funky 
clothes. Each one has its 
own unique style and atti¬ 
tude, and its own 
running technique. F 
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A. The pipes tying on the ground in the City 
level require excellent timing to jump. 
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THE GENERAL 


unique 


I Each conti* 
I nent has 
f its own 
characteris¬ 
tics and envi 
ronmentfor 
you to race In. 


The desert track is the easiest of the 
courses and comes complete with dtff- 
sides and canyons. However, the real¬ 
ly big hazards come in the forrh of 
thorn bush patches. 


.4 The Arctic track is mighty slick, so 
you'll need to watch your step. This 
level showcases some of the game's 
best graphics, with beautiful, snowy 
scenery to look at. 


. lava is everywhere in the Volcano 
track, and is its greatest hazard. You 
will have to be quick with the jump 
button, especially when you start get¬ 
ting your speed up! 
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CHECK OUT THE DEMO 
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VR Baseball™ 99. It's a smarter, more accu- 
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Actual screen shot, 
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motions for collision. When 


you can see the short 
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catch hard line drives 
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Smarter At really understands baseball, 
and has true player attitude. Big Hitters 
don f t bunt Pitchers are pulied when they 
get shelled, and fielders are strategically 
shifted. From shattered bats to ball players 
talking smack f its all here. 


Fielding Practice and u Homerun Challenge 
two bonus arcade style games. See what its 
like to make a diving catch through the eyes 
of Jim Edmonds f or challenge guys like Tino 
Martinez a, 


t your name up on the leader 
board in the Homerun Challenge. 


KIDS T8 ADULTS 
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Publisher Electronic Arts ReleBse Date March 

Developer Electronic Arts Canada Type 3-D Action/Adventure 
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is to stop megabyte from conquering 
Mainframe (the world in which the story 
takes place). As Bob, you must fly a zip- 


a computer, Reboot was a shoe-in as a 
ready-made game concept. Finally, those kind 
folks at EA Canada have made a Reboot game 
that's not only faithful to the show, but also looks 
pretty darn good on its own. 

Reboot was designed from the start to be a 
part of the TV show's universe. With that in mind, 


4 Bob can pick up all sorts of kick-ass 
weapons to use in the gamel 


board (sort of a Tioatmg skateboarc 

through the fully-explorable 3-D levels 

:•••:■:. -• •/ • • .■:■ .■ -••••• :• . • ■ 

looking for tears to mend before they 

explode. Along the way, Bob must fight 

all of the baddies that Megabyte can 

throw at him. A large variety of 

weapons and gadgets are scattered 

around for you to find to provide 

Bob with some much-need- \ 

. ,2 ^ a /| 

M ed firepower. 

H| : \JX During the game, 
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of the show to codesign the game with them 
What they came up with was a plot that fits 
into the universe as episode number 
zero, containing the characters and jrfL- 1* 
story elements that have made ; |l 

The game itself involves the 
character Bob and the evil villain 
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k The radar says that the tear 
near, but time is running out. 


contact with the other 
characters of the Reboot uni- 
who will help you on 


F 

U’,. 


verse 

your way. These video interm is 
sions tell the story between the 
3 detailed levels. Overall, 
^ Reboot looks quite promising in its 
current state. WeTe already looking for¬ 
ward to our next playable. 

> Bob attempts to 
look cool with the 
hippest of new 
|\ cyber-fashions. 
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A Bob's 
friends will 
help him out 


movies" aur- 
ing the levels 


A Extra effort was made to moke sure 
every effect is of the highest quality, so you 
feel like you're part of the show. 
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A Everybody from the 
series is represented in 
the game at some point. 


A Bob readies his rifle to take out one of 
Megabyte's minions. 
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-A Dot will 
show up 
sporadically 
during the 
game to give 
you clues. 
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The game's storyline is actually an 
installment for the series that takes 
place before the first episode. 




▲ Since the original show Is till CG, the 

game's cinemas look just like the show, 
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A The tears are all going to explode if Bob 
can't get to them in time. 
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Release Date 2nd Quarter 
Type RPG 
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The locations you can 
travel to aren't incredibly 
huge, but they hold impor 
font information for 
every quest. 
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► The character designs in this game 
are all over the place, from fantasy to 
modern fashion—like Joe Camel here. 
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ET3| he eagerly-anticipated fourth 
HE:' chapter in the SaGa series is 
finally on its way to the U.S. this spring. 
As in previous games in the series, the 
main emphasis within SaGa Frontier is 
the use of magic. The game has a 
unique system of learning new ^ 
techniques, acquiring abili- y^gigj 
ties, and purchasing speils. 

At the start you'll be 
able to choose from six ['HjySpjj 
different characters to 
play as, each belonging to 
a specific race of beings V 
(mystic, mech, human, and MsH 
so on) that can use different 
forms of armor and magic. 

Each character has a differ¬ 
ent mission and unique story 
line, making SaGa Frontier 
basically a "six-in-one" type game. The 
common factor between all of the vary¬ 
ing storylines is that they take place in 
the same world, with the same locations 


This provides depth in playing the game 


with the terrain, mechanics, and battle 
systems once. The replay value of the 
multiple character aspect is en- 
hanced rather than compro- 


The character list ranges 
from a stout mech, to a 

i 

| young magical warrior, to 
J a pardoned female ex- 
con. All the characters can 
equip abilities that are 
most suited to the battle 
they're about to enter, and 
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A Before starting your quest, 
you get to choose from six 
unique characters, each with 
their own story line. 


A The sprite-based characters make an 
interesting visual statement against the 
gorgeous pre-rendered backdrops. 


pass through certain towns. 
You'll also be able to recruit 
a large amount of charac¬ 
ters to join you during a long battle. 

With a ton of secrets and a fresh 
approach to the RPG, SaGa Frontier 
should be one to look for this Spring. 
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Recruiting new party members is essen 
tial to finishing each character's game, 
therefore you'll spend most of your time 
hunting them all down. 
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A Beautiful, iridescent lighting and color 
< The numerous mazes can be tough to dear, and schemes give some of the locales in SaGa 

the enemies are relentless if you're not prepared. Frontier a cool ethereal atmosphere. 










psrn 133B 


PrlRRcw 




The alternating list of magic 

. • 

types acts is like a swap- 
'n'-switch method of spell- 
casting. The magic types 


of characters are 


tenng difterent types ot magic, so 
you'll have to try your hand at all 
of them to see who's best at what, 


hefty price tag when you find your 
self cornered in a dungeon! 
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or even ail of your party members 
attacks for one phenomenal effect! 


2 Level fcmmzXttd 


J.The linking attacks depend on what type 
of commandsi^ou give your characters. If 
the people in your party are compatible an 
turns are timed correcnv,.. 


A,.* You cart sometimes do up to five times 
the normal amount of damage with a single 
massive hit! Yeah, now we're talkin'! 



1 

/ 


1 

! _ 


; 

I 

if 

jS*§UF 

, 


1 




I 

rT'*‘f 















































































































































































The hardcore gamer's bible at 70% off 





sell them), plu 


35 * 0 * 


APPA the 


Next Generation is the 


intelligent game magazine 


covering leading-edge 


computer and videogames 
for passionate, multisystem 


gamers. 

Next Generation editors 


cut through the hype to 
reveal the hottest games 
affecting both the here and 


now and your gaming future. 


Inside you'll find: 


The best previews 
months ahead of other 


publications 


Credible, definitive 
reviews from the 


industry's best editors 


Dozens of high-quality 

screenshots to help you 
make tough purchasing 
decisions 


World s #1 Computer and Videogame Authority 


pc CD-ROM 


Nintendo 64 Saturn - PlayStation ■ Arcade • 




Leading edge computer 


videogames 


Want Uia lull picto*? 
turn tfta P***- 


mcwMhlWtetejwmatatlKi 


vo!un 


EXCLUSIVE: How to make yourovvn 
PlayStation games {an d then 


IM» l»* enable »nj»no with * 

l& a now program from Soni ^ * w% p rov olutionary 
PC or Mae to PlaifShiUw» t *iehidv* 

eoncopi. « e)(t °^ i#ratJort h * 


REVEALED! 

Everything they don t 
teach you at the DigiPen 
video-game school 


Yes’, it's another one of those quirky Japanese 


• : - r 


Call now for your free issue 



at no risk, if you're pleased with what you see, we'li send you 11 more issues 
(12 in all) for only $19.95 - more than 70% off the cover price! 


Offer good in u.s. only, cover price is $5.99. Canada: $us 33.95, includes GST Foreign $US 
43.95. Prepaid in u.s. funds only. Please allow 6-8 weeks for delivery of first issue. 
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unueaiaWe 

great P* eM 


focuses on all the major game 
systems currently available 


monthly buyers’ guide to all 
new releases. With its 
intelligent humor and sharp, 
accurate journalism, ultri 


gives a funny and irreverent 


Game Players was the first 
viedo game magazine in 
America. Relaunched as 


it’s still the best 


to receive your 


you see, we’ll send 
you 12 more issues 
(13 in all) for only 
$19.95 - over 65% 


Book of Cheats 


and tricks for all the 


hottest games, 


Offer good in US only. Cover price is $4.99. 
Canada: $US 33.95, includes GST. Foreign 
SOS 43.95. Prepaid in US funds only. Please 
allow 6-8 weeks for delivery of first issue. 
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/HOW E YOHKOSOH! (Welcome to Japan!) All of 
you HARD-CORE gamers are about to embark on a 
trip to Japan, and you won't even need a passport! We 
want to take you around to show you what the real 
Japanese gaming scene is all about. Our trip will take 
you through high-tech arcades, heavenly used game 


e can't visit Japan without checking out the wonders that are 
Japanese arcades. Ma and Pa arcades seem to be on every corner 
and are open until midnight, whereas restaurants close between seven 
and eight PM and video stores close at nine PM. These arcades can be as 
small as five feet by 10 feet, adjoining tea houses or next to train stations. 
Diminutive, kid-sized arcade machines that only cost ¥50 (75 cents) litter 
the sidewalks outside supermarkets. Only the most hidden-away arcades 
offer arcade game play for half of what it normally costs in the 
big arcades. 

Big arcades are what Japan 
is all about. These 
multilevel palaces are 
clean, with neon lights, 
promotional banners 
outside, and posters 
inside all proclaiming the 
newest of the new games 
waiting for you to try out. 

These places are far from 
seedy-looking, and are not 
considered places for juvenile 
delinquents to hang out. In 


shops, fantastic Japanese animation. Electric Towns 
with shocking prices, naughty etchi games, bizarre 
peripherals, ancS the convenient Digicube. But please, 
don't believe us! See for yourself! Pack a suitcase, and 
bring an empty one along to lug home all of the 
f ~ _ hype gear you'll be scoring! 

fact, some of these\ 
arcades have 
age limits,and 
they can even 
have curfews. 

| Some of them 
Jflook like they're 
straight out of Las 
Vegas, with beau¬ 
tifully decorated 
and brightly lit fa¬ 
cades. You'll often 
see couples going on 
dates here, as they 
offer more than just 
videogames. Suited at¬ 
tendants greet you as 

-- you enter, and will help 

you get change if the ryohgaeki (change machine) is busted. These 
ryohgaeki can exchange high volumes of cash. If you insert a ¥10,000 bill 
($75—generally considered pocket cash), it will give you a ¥5,000 bill and 
four ¥1,000 yen bills, along with ten ¥100 coins. Since each play is at least 
¥100 ($1.50!! I), you'd best save your milk money to come play here! 




m 


r : 1 


-- 










AA It's a 

rare sight in Japan 
to see any games in which you 
stand up to play. Arcades there are all 
about style and comfort. 
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off in front of their ladies, 
arm-wrestling games let 
you physically arm wrestle 
with the likes of Sonic Blast 
Man. Some games take a 
digital picture of your face, 
texture-map it onto a char¬ 
acter, and let you physically 
punch an attached bag that 
registers damage on your 
digital face (usually making 
cartoonish dents or bumps). 
Most big arcades have a 
floor of "Medal Games," 
which generally include 
horse-racing games, slot 
machines, virtual blackjack, 
and other such "gambling" 
games. Since only tokens are involved and you can only redeem them for 
prizes, there is rtkneed for a gambling license. 


You'll instantly no¬ 
tice something 
about the games 
on display: Pinball 
is a very rare 
sight, and there is 
a lack of U.S. pub¬ 
lished games. 

The Mortal Kom- 
bat craze never 
hit Japan because 
of this. The only 
stand-up games 
are shooters, as 
games have two small 
stools in front of them to 
sit down on. The arcade 
cabinets are no taller than 
4 and a half feet. These 
cabinets have no canopy 
or "roof" over the screen, 
which is at a 60 degree 
angle. Fighting games do 
not have two joysticks on one machine. Instead 
player two sits alone at an arcade machine 
back-to-back, which is linked to yours! In this ^ j 
way, you can't see your opponent! L 

The only fighting games with two 
players sharing one screen usual¬ 
ly involves a GIANT screen. Jrj AJBI|||| 
Some screens get so large that V 
they need a small room to house 
them! Galaxian 3 was a game in ' Ijj 

which six players could play simul- I liSlitll 
taneously in front of a home-the- 
atre sized projection screen, for a f ?§■ 
mere ¥300 ($4.50) per play. 


▲ This Galaxian 3 machine takes arcade enjoyment into 
deep space by enveloping the players in darkness and 
putting gameplay on a humongous screen! 


► The populari¬ 
ty of horse rac¬ 
ing games and 
simulations in 
Japan is 
unparalleled. 
There are 
either virtue 
horse racing 
games with 
holograms of 
horses, or "live 
action" games 
like these. 
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A Big arcades often have hade (showy) facades 
with bright, flashing lights and over-the-top car- 
toony images. 


k'prfe fan doesn't want to miss are game 
bnfests! When a new game has just hit 

W _ the arcades, the arcades often 

||te t have promotional contests to 

f mg ^^)ene a:e interest in the game. 

m /'fpe^uits announce who has the 
If highest score. Pamphlets are 
redistributed that are complete 
all of the secret moves! In the 
of driving games, cameras are 
on each player, and the TV 
ors above the games flash 
ting images of the players and 
/ the game they are playing. Prizes 
range from stuffed videogame char¬ 
acters to character T-shirts, jackets, 
- bags, and so on. 


to fun, you can't beatxJ good —j 

game of Poka Poka Satan /(Give Satan 
Some Smart Blows On The Head). 


▲ With its gyroscopic, amusement-park 
motion, this R-360 G-LOC game attracted 
even those who weren't big arcade fans. 


Now, some of you must be 
wondering, what if someone 
isn't into videogames? Well, lots 
of carnival-esque machines are 
scattered around keep everyone 
happy. There are Virtual 
Haunted Houses in which you 
get inside a small car equipped 
with virtual goggles. The car 
physically travels around a track 
inside the walls of the arcade, 
while you view virtual scenes of 
a haunted house! Gyroscopic 
roller coaster simulators that 
actually spin around are guaran¬ 
teed fun. And who 
can forget the peren¬ 
nial UFO Catchers— 
the coin-operated 
"crane" games often 
filled with popular 
stuffed videogame 
characters (like Pa- 
rappa the Rapper). 

Fishing simulations 
are great for those 
who just want to kick 
back with something 
low-paced. And if the 
fellas want to show 


Namco and Sega own a majority of the large, classy arcades throughout Japan, 
and have gone a step further to entertain their guests. They have videogame- 
themed amusement parks! With Namco's Wonder Eggs 2 park in the Setagaya 
section of Tokyo, and Namja Town in the Higashi Ikebukuro section of Tokyo, 

adults and children can 
enjoy the day for ¥3,900 
($30) and ¥3,300 ($25), 
respectively. Namja Town 
has rides such as Fire Blue, 
in which you don head- 
mounted displays and expe¬ 
rience a VR Helicopter 
Simulator, or you can shoot 
at ghostly targets with laser 
shotguns at the Q-Zar-esque 
Ghost 13th Street attraction. 
Wonder Eggs 2 lets you be 
a naval aviator for a day with 
its Fighter Camp jet combat 
simulation, or experience 
the terror of the Coffins of 
Zombie ride. Sega's theme 
parks include the Joypolis 
parks in Tokyo's Shinjuku 
ward and Minato Section, 
Niigata, Yokohama, and 
Fukuoka, as well as the 
Galbo park in Osaka. 


MWMi 


A Current UFO catchers have Tatsunoko 
action figures like Gatchaman (Battle of 
the Planets, G-Force in the U.S.). 


A Namco and Sega are the undisputed kings of 
the Japanese Mega-Arcades. They put the player 
first in every way, from having up to 30 Tekken 3 
machines in one room to offering refreshments. 


a Who needs to rent a boat when you've got a 
Sports Fishing videogame like this one? 
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ext stop is the plethora of chuuko sofuto 
(used software) shops that litter every¬ 
where in Japan, even in the most random back 
alleys. These shops allow you to try out a game 
before purchasing it, and offer very reasonable 
prices. Often, they have some type of "game 
club" where if you purchase so many games, 
you can get one free. It's even possible to pur¬ 
chase a used console or peripheral. Some 
shops even sell old arcade boards! Often, you'll 
find some ¥50 arcade games inside to play, and 
some sell models, books, and toys, as well. 
Game shops also sell incredibly realistic air-pel¬ 
let guns! Expect to find your best deals here. 


The 

influence of 
anime can bej| 
seen in such 
things as coin- 
op Ultraman 
rides. Entire sec¬ 
tions of Toys 'R' 
Us are devoted to 
anime toys. 


e just wouldn't be doing the 
Japanese game scene any justice 
without bringing up the influence of anime 
(pronounced ah-KNEE-may). These Japanese 
"cartoons" beat the hell out of 
anything currently being made in 
the U.S. They are incredibly realis¬ 
tic and extremely popular. In 
Japan, anime is often spawned 
from a game, instead of a TV or 
movie license being cashed in to 
make a game. A Street Fighter 
anime enjoyed immense populari¬ 
ty on Japanese television during 
1995. Vending machines outside 
of toy stores or game shops often 
have anime-related figures or 
stickers inside plastic bubbles for 
¥100. Supermarkets often sell 
videogame/anime-related candy 
with toys inside the box. Kids can 
purchase chool supplies with 
Tekken 3 characters at local sta- 


You can go in with copies of Toshinden 2 an 
Street Fighter: The Real Battle on Film and come 
out with Bushido Blade and Puzzle Bubble 2111 


tionery stores. Department stores stock 
Street Fighter boxer shorts. The soundtrack to 
your favorite videogame or anime can be pur¬ 
chased at any record store. For a limited time, 
you could purchase Parappa the Rapper "donut 
protectors" (a lunchbox, basically) and coffee 
mugs at Japanese Dunkin' Donuts! 

Students as young as junior high school age prac¬ 
tice cartooning in their spare time. The subject of 
their drawing invariably turns to the latest 
videogame characters, such as those in Tales of 
Destiny or Resident Evil 2. Amusement Parks often 
feature live-action "shows" with characters from 
Dragonball Z or the Power Rangers. The ultimate 
expression of a fan's love of anime and videogames 
is manifested in ''cosplay" ("costume-play"). This is 
when fans dress as their favorite videogame char¬ 
acters at conventions. Entire books are devoted to 
making the most accurate costumes possible. 

The Street Fighter anime came AFTER the game was 
made, not before. Videogame soundtracks featuring 
anime characters like Mega Man are also popular. 



AAA^AAAAA 


< The streets of Japan 
are the safest in the 
world, but explicit 
games run rampant, 
and they aren't only 
found in seedy areas. 


A The truly twisted games are on the Japanese PC, and 
stores often have rooms full of this type of software. 


hen looking through Japanese software stores 
and arcades, it's impossible to miss the prolifer¬ 
ation of etchi ("dirty") 
games, in arcades, these 
usually include strip Mah - 
jongg and puzzle games, in 
which the more you win, the 
more a picture of a nude car¬ 
toon, schoolgirl, or woman 
is revealed. Software with 
sexually explicit animation or 
content are largely found for 
personal computers. Sony 
(as well as Nintendo) has a 
policy against such things 
for the PlayStation (and the 
N64), although you might 
occasionally find borderline 
etchi girlfriend simulators for 
the Sega Saturn. You won't 
find etchi arcade titles in any 
Sega or Namco-affiliated 
arcades, either. 


AAAAAAAA A 
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A> Mah-jongg / the Chinese 
game that involves 144 
"tiles," is extremely popular, 
along with traditional 
Japanese games like Go and 
Shogi . Unlike the latter two, 
mah-jongg often involves 
pornographic depictions of real 
or cartoon women and girls. 



































































































































































colored clothing with 
the store name embla¬ 
zoned on it hand out fly¬ 
ers regarding sales. If 
you are not a Japanese 
citizen and you bring 
your passport, you can 
purchase many items 
duty-free! Your best bet 
is to check out a lot of 
places before you buy. 
Some of the lesser 
known, out-of-the way 
places have surprisingly 
aood deals. 


^■he place to m 
H go when it 1 
comes to discount 1 
electronics in Japan 1 
are the "Electric | ’ 
Towns." Known as T 
Akihabara in Tokyo 
and Den-Den Town in 
Osaka, these districts \ 
are where you can find 
TVs, VCRs, stereos, 
walkmen, computers, 
PlayStations, software, 
peripherals, and all other 
electronics dirt cheap! 
While the prices you'll 
see are already low, it's 
generally known that 
haggling is the accepted 
method to get a real deal. 
Shop owners yell " Iras- 
shai !" ("Welcome!") and 
"Yasui !" ("Cheap!") 
over bullhorns to woo 
shoppers into their 
stores. Girls in brightly 


A Take the 
Hibiya or JR line to get 
to Akihabara Station in Tokyo, or 
ride the Kintetsu, Sennichimae, or Sakaisuji Line 
to Osaka's Nipponbashi for Den-Den Town. 


is epitomized 




"Electric Towns" are 
A an otaku-gamers par- 
4v adise. There's plenty to 
iiis&ee, hear, and buyl 


▲ You'll see tons of shops in the shohtengai 
(covered shopping center) that have all the elec 
tronic goodies you need. 


• apan takes games to 
new extremes with the 
most bizarre peripherals on 
the planet! Pachinko is a 
Japanese staple when it 
comes to gambling. It consists 
of a vertical pinball machine in 
which tons of small, BB-shot- 
like marbles drop and you try 
to get them into little bins that 
give you more balls. There are 
numerous videogame ver¬ 
sions of this game, and what 
better way to get the feeling 
that you're there than with a 
Pachinko peripheral? 


sha de Go! (Let's Gpr By Train!). This is a train-simulation game in which 
you are a train engineer. You control the train's direction and speed while 
trying to get to the station in a certain amount of time. The train controller 
gives you control over the throttle and the emergency brake. 


This is one of the few times that 
a Pachinko Parlor empty. 




For ¥5,800 ($44), yog .cars 
get this great Pachinko Nandi 
from TEN Laboratories. Tnjs 
futuristic peripheral was^Sj 
developed by the "BallyS of 
the Pachinko industry ^ 
Sankyo. 


Densha de Go! 
Controller/ d|so for Vf 
¥5,800, puts yo(j rn thi 
engineer's sebt for this 
wacky train simulation 


Another phenomenon that has 
taken Japan by storm is Den- 


Densha de Go! (Let's Go By Train!) was an 
extremely popular arcade title that let you engi 
neer a train. 


:> before we fly back home, iet's 
^J^stop off at the local 7-11 or 
Circle K convenience store to pick 
up some games! With an agree¬ 
ment Digicube signed with these 
two chains, along with Japanese 
chain stores Family Mart and 
Sunkus (Japlish for "Thanks"), you 
can purchase software, hardware, 
memory cards, and peripherals 24 
hours a day! Just check out the 
DigiCube channel in the store to see 
demo videos of the latest releases 
and the newest information. Then 
pick out one of the "product cards” 
near the monitor to make your 
selection, bring it to the register, and 
pick up your new game! 


• e hope you've enjoyed 
your tour of Japan! For 
those of you who are planning 
to go in the future, the best 
time to go is the end of 
March/beginning of April or in 
September. Why, you ask? For 
the Tokyo Game Show, of 
course! This biannual show at 
the Makuhari Messe in Chiba 
Prefecture showcases the 
best that PlayStation has to 
offer. Unlike E3, anyone can 
attend, so this is a p 11 v 
must for hard-core I ►) 
gamers! Jya he!!! |j“ ,/ 


Check out the DigiCube chon 
nel (channel 215) for the latest 
product news, 24 hours a 
day!!! If the convenience store 
is out of your selection, there's 
a toll free number you can call 
in Japan to reserve one. Make 
sure to call before you leave 
Narita airport! 


▲ FrdN 
'sheets of Japan, PS 
brings you the Japanese import 
news you expect and deserve! 
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MACE OF ZEUS 

Staff that strengthens the power of the user. Attack 
Power: 6. Evade: 15%. 2 swords, 2 hands. AT 
Physical+2. Magic+1. Found: Level 3 Deep Dungeon 
(height 0.5} 


Special Items 

After making last month's list, we uncovered some 
rare items. Most of the items are found in the Deep 
Dungeon subquest. To find these items, your character 
must first have learned the Move-Find Item skill as a 
Thief. Secondly, you will have to lower Bravery to any¬ 
where between 10-20. 

To lower a character's Brave level, you have to use 
the Mediators' Talk Skill "Threaten." The Threaten 
word skill lowers your Brave level by frightening the 
target (Range: 3, Vertical 3, Effect: 1). If you're through 
scaring the mess out of your ally, use the "Praise" Talk 
skill to bring the Brave level back up. The Oracle's 
''Foxbird skill" will also lower Bravery. It's a Ying Yang 
magic that lowers Brave Level (Range: 4, Effect: 1, 
MP: 20, SP: 25 Calc.). 

We found the items by walking on every square in 
every Deep Dungeon level. To save you this agony, 
we're giving you a height number to go by. Most of the 
Deep Dungeon levels have extreme levels of land¬ 
scape, so this number will seem much more valuable 
once you are actually playing. 

IGA KNIFE 

Superb Ninja sword used by secret 
group. Attack Power; 15. Evade: 10%. 2 
swords, 2 hands. Found: Level 5 of the 
Deep Dungeon (height 7). 

KOGA KNIFE 

Powerful Ninja sword used by secret 
group. Attack Power: 8. Evade: 15%. Found: 
Level 7 Deep Dungeon (Height 12). 


CHAOS BLADE 

Holy Knight sword said to be from God. Attack 
Power: 40. Evade: 20%. 2 swords, 2 hands. 

Always: Regen. Add: Petrify. Found: Deep 
Dungeon Level 10. 

RAGNA ROCK 

Knight Sword from Apocalypse. Attack 
Power: 24. Evade: 20%. 2 swords, 2 hands. 

Always: Shell. Found: Level 8 of the Deep 
Dungeon (height 3). 

CHIRIJIRADEN 

Ornamental Sword, made with delicate work. Attack 


SAGE STAFF 

Stick that you find lying anywhere. Attack Power; 7. 
Evade: 15%. 2 swords, 2 hands. Found: Level 7 of the 
Deep Dungeon (height 13). 

HEALING STAFF 

Need to look up description. AT: 4, Evade: 15%. 2 
swords, 2 hands. Found: Removed from Alma. 


PERSEUS BOW 

Bow used by mythological hero. Made 
entirely of metal, it requires great strength 
to use. Attack Power: 16. Range: 5. 2 hands 
only. Found in the Deep Dungeon level 8 
(height 3). 

YOICHI BOW 

ow of a famous archer. Huge bow with 
tremendous power. Attack Power: 12. Range: 5. 2 
hands only. Found: Deep Dungeon Level 3 (height 4.5). 

FAIRY HARP 

Stringed instrument produces 
many sounds with a wide range. 
Attack Power: 13. Evade: 10%. 
Range: 3. Add: Charm. Found: Deep 
Dungeon Level 4 (height 4). 


GENJI SHIELD 

Black foreign-made shield. Made 
steel with a unique shape. Shield 
Evade: Physical 46%. Found: equipped 
by Eimdor at Limberry Castle. 


pigment. 

Reduces elemental damage by half. Shield Evade: 
Physical 50%, Magic 25%. Half: Fire, Lightning, and 
Ice. Found: Level 9 of the Deep Dungeon (near the 
center of the stage, height 2). 

BLAST GUN 

Gun! that shoots 
lightning elemental bullets. Attack 
Power: 22. Evade: 5%. Range: 8. Add: Lightning 
Elemental. Found in the Deep Dungeon level 6 (height 
5), or stolen in chapter 4 from a Chemist or a Mediator, 


GENJI GAUNTLET 

Black foreign-made Gauntlet. Made of 
steel with a unique shape. AT: 
Physical+2, Magic+2. Found: 
aquipped by Eimdor at Limberry Castle. 


LORD'S ROBE 

Exquisite robe worn by eldor priests. 
Hp+100. Mp+80. Attack Power: 

Physical+2, Magic+1. Always: Protect 
and Shell. Found: Level 8 of the Deep 
Dungeon (height 3). 


CURSED RING 

Metal ring with vengeful spirit inside. 
Attack power: Physical +1, Magic+1, 
Speed+1. Always: Undead. Cancel: 
Invitation. Found Level 6 of the Deep 
Dungeon (height 5). 


VANISH MANTLE 

Cape that enables one to be invisi¬ 
ble. EV: Physical 35%, Always: 
Transparent. Found: On the top of 
the peak in Germinas Peak. 


CHERCHE 

Perfume with refreshing sent. Al¬ 
ways: Float and Reflect (women's 
perfume). Found: Poached from < 
King Behemoth. 

SETIEMSON 

Perfume with an exotic scent. AT: 


GENJI ARMOR 

Black foreign armor. Firmly pro¬ 
tects abdomen. Hp+150. 
Found: equipped by Eimdor at 
Limberry Castle. 


MAXIMILLIAN 

High-grade armor. Carefully made 
to boast its great strength. Hp+200. 

Found: Level 9 of the Deep Dungeon (next to the exit 
near the corner). 


FAITH ROD 

Rod that fills those who touch it with faith. Attack 
Power: 5. Evade: 20%. 2 swords, 2 hands. Always: 


Power: 25. Evade: 15%. 2 swords, 2 hands. Found: 
Deep Dungeon level 10. 



Faith. Add: Faith. Found: Level 4 of the Deep Dungeon 
(height 4). 



GENJI HELMET 

Black foreign-made helmet. Made of 
steel with a unique shape. Hp+30. 
Found: equipped by Eimdor at 
Limberry Castle. 



GRAND HELMET 

Helmet that prevents abnormal status. 

Hp+150. Cancel: Darkness and Sleep. Found: Deep 
Dungeon level 9 (height 8, near the center of the level). 
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Aries: Acquired after 
defeating Wiegraf 


Taurus: Found hidden in 
Machine City 


V:'v : v'•'•••••:•. 
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Gemini: Acquired after beating Duke 

" v . • ■ 

Eimdor in Limbern/ Castle 


Aquarius: Found in the deep mine 
in Goland -J* 
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Leo: Elidibs has it in the last Deep 
Dungeon Level. 


Magic+1. Always: Haste and Transparent (women's 
perfume). Found: Poached from a Hydra. 

SALTY RAGE 

Perfume with a deep but gentle scent. Always: Protect 
and Shell (women's perfume), Found: Poached from a 
Red Dragon. 

Poached Items 

We've got a whole new line of items for you 
month, available now at Fur Shops near you! 


Ahriman ..Magic Shuriken 

Behemoth .Defense Armlet 

Chocobo....Eye Drop 
Black Goblin .Small Mantle, Hi-Potion or Antidote 


Blue Dragon 

Bomb . 

Bone Snatch 
Bull Demon.. 

Chocobo . 

Cocatoris . 

Guar 


.Cashmere 

.Fire Bali 

.Hi-Potion or Partisan 

.Battle or Giant Axe 

.Phoenix Down 

.Soft 


Dark Behemoth... Wizard Rod 

Dragon..,. .Jade Armlet 

Explosure .Lightning Bail 

Grenade .Hi-Potion or Water Bail 

Ghoul..., .Ether 

Goblin ...Potion 

Great Morbol _Ice Shield or Elixir 

Gust .Hi-Potion or Mind Gauche 

Hydra.. .Setiemson 

Hyudra ..Blood Sword 

Juravis .Potion 

King Behemoth... Cherche 

Living Bone .Wizard or Elf Mantle 

Mindflare .Hi-Ether 

Minitaurus .Coral Sword 


Advanced Tips 

MINIMAL JOB LEVEL REQUIREMENTS 

If you want to quickly zip through the game In 40 hours 
and not bother with mastering all the classes, these 
are the minimal Job level requirements you will need 
to unlock all the Jobs. 

• Squire and Chemist: Level 8 

• Wizard, Priest, Monk, Summoner, Mediator, 

Lancer, and Geomancer: Level 4. 

• Knight, Archer, Time Mage, Oracle: Level 3 


ZODIAC STONES 

Looking for all the Zodiac Stones? Look no further. 


AUTO POTION 

The Chemist ability Auto Potion is a 
valuable skill to have early on in the 
game when armor is weak and 
defense is low. This will 
save you time from 
having to use your 

itmmn ^ urn ^ or ^ ea ^ n s- The 

If UBwff Auto Potion will acti- 

f vate almost every time 

you are physically attacked. If you 
only purchase the X-Potion (Hp+150), 
then only the X-Potion will be adminis¬ 
tered. Auto Potion will choose the weakest Potion in 
your inventory until it's gone, and only then will it look 
for the next grade up. 


EXTRA 
|pBm$T 

If you're facing a 
difficult battle where 
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Cancer: Acquired after beating the 
Steel Giant 


Libra: In the possession of T.G. Cid 
(Thunder God) 


Scorpio: Acquired after 
vanquishing Draciau 

Jk 

m 

Sagittarius: The High Priest gives this 
stone to Meliadoul 


Capricorn: Acquired after defeat¬ 
ing Dycedarg 


you just seem to get 
slaughtered, try chang- 
all your characters into 
jCnights and using their 
strongest ability as their 
second action ability. 
This will give your char¬ 
acters the extra Hp 
they need to get 
through the battle. 
Remember to check 
the item set screen 
before you go into 
battle to make sure 
you have the strong¬ 
est armor and 
weapons 
equipped 
from your 
inventory. 


Morbol 
Ochu 


Pisco Demon 
Red Chocobo 

Revnant . 

Red Panther. 

Sacred . 

Skeleton . 

Squidlarkin ... 
Steel Hawk ... 


Trent.... 

Vampire . 

Woodman .Ye Drop 


..Piatina Messer 
..N-Kai Armlet 
..Echo Grass 
..Salty Rage 
..Hi-Ether 
..Antidote 

..Holy Lance or Ivory Rod 
..Holy Water or Ether 
..Small Mantle or Sleep Sword 
..Phoenix Down 
..Defense Ring 
..Gold Staff or Fairy Harp 
..Holy Water or C Bag 


Virgo: Altima possess the last stone in the 
Graveyard of Airships 


EARN MORE JOB POINTS 

When you are in battle and it is completely under your 
control, attack and heal your own party while equipped 
with the Job Points Up squire ability. You can earn mas¬ 
sive amounts of JPs this way, especially if all the char¬ 
acters are in the same Job position. 
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WEAPON BREAK 

When fighting an enemy like 
Wiegraf, who uses powerful 
magic attacks from a special 
weapon, remember two words: 

Weapon Break. This is a valuable 

■ . - • ' 

skill learned while in the Knight 


on in the game. W 
items, always * ; ' 

CBS 




tion yourself directly behind the 
enemy; You will have the most sue- 
cess from this vantage point. Once 
you break these madmen's toys, they 
become virtually harmless! Some¬ 
times, you may need to break their 
shields before you can get to the 
weapon. Also, the Item-breaking meth¬ 
ods found in the Knight's Battle Skill 
ability are not limited to sword attacks. 

For example; an Archer with Battle 
Skill can break shields and weapons 
with his bow. A Monk with Battle Ski 
can break things with his fists! 
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Dead or Alive 

the coral moves lisc 





ecmo's first fighting game, Dead or 
Alive, is finally making its long- 
awaited appearance on the PlayStation. It's 

one of the most complex and in¬ 
games you will find anywhere, so 
expect to spend a lot of time learning how 
to play it. Fortunately for you, we’ve got 
complete moves lists for all the characters! 
We also finish up with an exclusive inter¬ 
view with the Producer, so check out page 
70 for some hot behind-the-scenes info! 


General Controls 

Hold: □ 

Punch:A 
Kick: O 

Dash Forward: *, ♦ 

Run Forward: +, Hold ♦ 

Dash Back: «■, «■ 

QCF— Move the directional pad in a quarter circle from 
down to forward 

QCB —Move the directional pad in a quarter circle from 
down to back 

HCF —Move the directional pad in a half circle from 
back, through down, to forward 
HCB —Move the directional pad in a half circle from for¬ 
ward, through down, to back 

Rising Attacks After Being Knocked Down 

To execute an attack while rising, simply hit A or □ just 
as your character is standing up. This is a great offense 
against oppponents who like to come in close after 
knocking you down. Be careful, because a missed ris¬ 
ing attack can leave you extremely open to one of your 
opponent's special moves. 

Rise in place: Hit nothing 
Roll to side and rise: □ 

Roll to background and rise: ♦, □ 

Roll to foreground and rise: +, □ 

Roll back and rise: «■ 

Roll back and crouch: + 

Unique Features 

Hold Button 

Instead of having the traditional block button that most 
Virtua Figher-esque games have, Dead or Alive fea¬ 
tures a rather unique Hold button. This button was 
designed for the initiation of throws, holds, grabs and 
reversals against your opponent's attacks. To execute a 
reversal, simply hit the Hold button {□) just before an 
attack is about to hit you. Your character will then push 
your opponent's attack aside, allowing you to retaliate 
with an attack of your own. Of course, if you wait too 
long to attack back, your opponent will have time to 
reverse you! 


Danger Zone 

Ring-outs are a common everyday occurrence in most 
fighting games, but Dead or Alive addresses them in a 
rather unique way. Surrounding each arena is an ener¬ 
gy-charged area called the Danger Zone. Walking into 
this area will not cause you any damage, but if you get 
knocked into it, then your character will be hit by an 
explosion of energy and catapulted in to the air. Not 
only does this cause quite a bit of damage to you, it 
also knocks you high enough that your opponent is 
able to juggle you for more damage. Note: If you do get 
knocked into the Danger Zone area, hit □ + A + O just 
before you land and you will not take any real damage. 
Also, instead of being hit into the air, you will simply roll 
out of the way of the explosion. 

The Strike-Throw-Hold System 

Every attack in Dead or Alive is categorized into one 
of three categories: strikes, throws, and holds. 
They have priority over each other in that exact order, 
so when two players input their attacks at the same 
time, a special paper-rock-scissors system is 
used to determine which attack has prior¬ 
ity, If you attempt to strike your oppo¬ 
nent with a standard punch or kick, then 
that attack can be overcome by a 
throw. If you attempt a throw, 
then it can be overcome by a 
hold, and so on. If both play¬ 
ers happen to input the same 
kind of attack at the same 
time, then both attacks will be 
canceled and the characters 
will push each other back. No 
damage will be caused. 

This system of combat may seem dif¬ 
ficult to understand, but it actually isn't. Almost every 
fighting game uses a similar form of the paper-rock- 
scissors analogy in order to determine which attacks 
have preferance over other attacks. Dead or Alive sim¬ 
ply broadens this system and makes it a very important 
part of the actual fighting. 


RYU 

HAYABUSA 

Country: Japan 
Age: 23 
Blood Type: A 
Height: 177 cm 
Weight: 70 kg 

Fighting Style: Hayabusa-Ryu Ninjitsu 
Occupation: Antique shop owner 
Likes: Sushi 

Hobbies: Fishing, Mountain-Climbing 
Stage: Mountain Vailey 


Standard Attacks 

Punch. a 

Elbow..+ , a 

Backhand.*, A 

Low Punch.*, A 

High Kick. Q 

Middle Kick. O 

Low Kick.+, O 

Special Attacks 

Horizontal Chop. A 

Panther Kick.. +, □ + o 

Palm Upper ...t A 

Wing Punch. A + O 

Spinning Down Chop.*, A 
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< Both dark 
and mysteri¬ 
ous, Ryu 
Hayabusa 
depends on 
stealth and 
speed when 
fighting against 
other characters. 
His skills as a 
Ninja have yet to 
be topped. 
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Saber Punch Combo.A, A, «■, A, 4 , 

Ninja Sweep.*, A, 4 , 

Shadow Attack 

Palm Driv/pr ^ 4 
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Rumbling Wind.*, A, 4 , 

Knee Bash .... 4 
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Land Slide. 4 , 4 , 

Moon Somersault Kick.*, 

Leg Sweep.. *, *, 

Ninja Kick.. 4 , 

Shadow Kick.*, *, O, 4 , 

So I d r t/V o io n o..................... ....... , 

Reverse Back Kick. 4 , 4 , 

Sun Rise Kick. □ + 

Rising Dragon.+, «\ O 

During Rising Dragon: 

Spin Kicks 

Ninja Hand Stand..*, A + O 

During Ninja Hand Stand: 

Spin Kicks... 0,0 

Cart Whppl * 

Ryu's Spin ..*, *, 4 , *, 4 , D + A 


Throws 

Cross Bar Throw 

Shiho.. 

Ninja Suplex. 

Neck Fiip. 

Kamikaze. 

Ryu's Upper Cut. 
Reverse Throw.. 


n i i I I i v I <r I i I # I fl I I I » I 1 ^ I i i » I i f 


□ + A 

■ ■■1'iHtiiipa I __ J V J.ji. ■ ■ - i 


4 4 4 A + O 

....♦, □ + A + 0 

.QCF, A 

.QCB, A + O 

HCF, □ + A + O 


When opponent is crouching: 
Shadow Take Down. 

.+,□ + A 

Use against opponent's side kick: 
Fisherman Suplex. 

.QCB, □ 

When facing opponent's back: 

Reverse DDT. 

Turning Side Throw. 

. □ + A + 0 

Ryu's Special.«\ *, 4 , *, 4 

\ », 4 , □ + 0 

Holds 

Standing Arm Bar. 

Shadow Illusion. 

Climbing Grab. 

Sabaki. 

. 4 □ 

. 4 , 4 , □ 

.QCF, □ 

. 4 , □ 

When facing opponent's back: 

Thunder Bolt. 

Falcon Kick. 

Reverse Sabaki. 

. 4 , 4 ,n 

.QCF, □ 

. 4 , □ 

When opponent is crouching: 
Shadow Leap. 

.\D 

When behind crouching opponent: 
Rising Fist. 

.*, □ 

Pounces and Taunts 

When enemy is knocked down: 

Jumping Punch.. 

Downward Double Punch. 

4 

* 

Kneeling Taunt. 4 , <\ 

4 , □ + A + 0 


or .■», «■, □ + A + O 
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Kasumi is a favorite, 
because she is relatively 
easy to learn and has quite 
a number of powerful 
moves. She is also one of 
the fastest characters in 
Dead or Alive. 







KASUMI 

Country: Japan 
Age: 17 
Blood Type: A 
Height: 164 cm 
Weight: 48 kg 

Fighting Style: Mugen Tenshin-Ryu IMinjitsu 
Occupation; Ninja 
Likes: Strawberry Yogurt 
Hobbies: Fortune-Telling 
Stage: Underground Platform 

Standard Attacks 

Jab.. 

Uppercut.. 


Low Knuckle 

High Kick. 

Side Kick. 

Low Kick. 


4 A 

t i ^ k 

. o 

*,o 

4 O 


Special Attacks 

Lunge Punch.. 

Upper Cut. 

Joint Low Kick. 

Jumping Straight Chop 

Renjin. 

Back Punch. 

Kasumi Sweep. 

Back Hand Upper. 

Punching Spinning Kick 
Spinning Double Chop. 
Punching Monkey Flip., 


4 

4 
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4 

4 
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Wind Fang...... *, A, 0 

Lightning Spin Low Kick...A, A, +, A, * O 

Front High Kick. t, O 

Lightening Spin Middle Kick.A, A, +, A, O, O 

Brownie Spin Kick....\ O 

Spin Sweep Kick...♦, □ + O 

Monkey Flip Kick..*, Q 

Spin Middle Kick.... n, □ + o 

Leg Sweep.4 ( o 

Shippu Spin Kick....... □ + O, □ + O 

Taurus Kick.QCF, O 

Upper Spin Kick. □+ + 0 

Double Spin Kick. 0,0 

Shotei......A + O 

Spin Taurus Kick..C , *, 

Spring Kick...4, . + O 

Round House Sweeping Kick.O, +, 

Back Hand Spin. *, 

When facing opponent's back 

Lunar Fantasy.4, o 

Jumping Shoulder Crush....... □ + 

Throws 

Rainbow Throw.... □ + 

Tomoe Nage... 

Jumping Back Flip.QCB, □ + O 

Hawk Chop. *, *, + 0 

Jumping Hand Throw.QCF, 

Reverse Frankensteiner..♦, □ + O 

During Reverse Frankensteiner: 

Frankensteiner.«*, 

Sakura Spin.. 4, □ 

Flipping Throw Down.QCF, □ 

When facing back of opponent: 

Back Stomp. □ + A 

Back Frankensteiner..4 ( □ + O 

Back Sakura Spin..4, □ 

When opponent is crouching: 

Leap Frog....4, □ + A 

Ducking Low Sakura...*, □ 

Holds 

Kagero.♦, □ 

During Kagero: 

Hand Flipping Kick.....4, O 

When facing back of opponent: 

Neck Breaker......4 j 4 f n 

Pounces and Taunts 

When enemy is knocked down: 

Stomp. t,0 

Press Kick...*, 0 

Sakura Taunt.♦ , ♦ , □ + A + O 

or .4 4 4 □ + a + 


!N 

Country: China 
Age: 20 

Blood Type: AB 
Height: 173 cm 
Weight: 75 kg 

Fighting Style: Jeet Kune Do 


Occupation: Bodyguard 
Likes: Hamburgers, Grapefruit 
Hobbies: Action Films 
Stage: Under-construction Freeway 

Standard Attacks 

Jab.A 

Uppercut. a 

Low Knuckle.4 f a 

High Kick. .,0 

Side Kick..*, o 

Low Kick. 4 o 

Special Attacks 

Dragon Blow.QCF, A 

Sonic Upper..A, ♦, A, A 

Dragon Knuckle..>, 4, 4 f a 

Combo Low Spin Kick.A, ♦, A, 4 f o 

Wing Chop. 4 f a 

Body Upper.4 ( a, A 

Knuckle Upper....*, a 

Body Low Spin Kick.4 ( a, +,0 

Rear High Kick.t, 0 

Flash Spin Kick.4, 4 f a, 0 

Flash Low Spin Kick.4 f 4 f a, *, O 

Inside High Kick. k, 0 

Dragon Kick...QCF, O 

Flash Turn..♦, 4 ( a 

Dragon Rush.A, A, A, O 

Dragon Cannon.A, A, A, ♦, A 

Sonic Spin Kick.A, 4 t a, O 

► Using a variation of the mar- ^ ^ 

tial arts form called Taikyoku- VttMf 
Ken, Lei-Fang shares a lot in 
common with Virfua Fighter's 
Akira Yuki. She specializes in 
palm strikes and kicks. 
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High Spin Kick. O, Q 

Sonic Low Spin Kick....A, 4 ( a, ♦, O 

Double Hook Kick.4, 0,0 

Jumping Double Kick. O, O 

Snap Spin Kick. ... *,0, 4,o 

Middle Spin Kick... *, O, 4 ; ; 

Dragon Elbow.....A + O 

Thrust Middle Kick. O, 4, 

Inside Dragon Kick.. ....□ + O 

Thrust Spin Kick..*, O, 4, o 

Low Spin Kick...*, □ + O 

When facing away from opponent: 

Blind Knuckle. *, A 

Blind Elbow....A + O 

Throws 

Hell Drive.. □ + A 

Side Buster...4 ( □ + A + 0 

Shoulder Throw.QCB, A 

When facing opponent's back: 

Head Slam.. □ + A 

Holds 

Front Face Grab & Kick..*, 4, □ 

Head Lock.QCF, □ 

During Head Lock: 

Bull Docking Head Lock.4, 4 ( n 

. When facing opponent's back: 

r Front Face Back hand.4 ( □ 

Kidney Punch.QCF, □ or 4 # 4 ( □ 

When opponent is crouching: 

Front Face Grab & Kick.*, □ 

When behind crouching opponent: 

Rising Kidney Punch. *, □ 

Pounces and Taunts 

When enemy is knocked down: 

Stomp... O 

Snap Kick..*, O 

Fatal Dragon Back Breaker t, □ + A + O 

Taunt.4 ( 4 f 4 # □ + a + O 

or .4 4 4 r + a + O 


LEI 

FANG 


Country: China 
Age: 19 
Blood Type: B 
Height: 167 cm 
Weight: 50 kg 

Fighting Style: Taikyoku-Ken 
Occupation: Student 
Likes: Apricot Tofu 
Hobbies: Karaoke 
Stage: Palace Courtyard 

Standard Attacks 

Jab. 

Elbow... 


A 


4, A 
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Backhand. *, 

Paim Strike.. 4 , 

High Kick. 

Front Kick..*, 

Low Kick. 4 , 


Special Attacks 

Lunging Elbow.....*, 

Double Fist. 4 , 4 , 

Upper Elbow. 4 , 

0 I O O m 3 3 h l \ l 0 ^ . . , 

Palm Attack... K , 

Front Screw Kick.. O, 4 , 

Upper Palm Attack... 4 , 

I I I n Q Sobat ......... | 

Double Palm Smash..♦*, A, 

Lo^a/ Joint Kio i 

Back Fist.*, 

Swirling Face Kick.«\ 

Back Fist Punch.*, A, 

Chiki Screw Back Kick.. 0, 

Palm Spring Kick... 4 , A, 

Triple Screw Kick.«\ O, O, 4 , 

Double Hands. 4 4 


Jumping Double Kick 

Knuckle Part. 

Split Kick. 

Shoulder Bash. 

Fair Lady Attack. 

Phoenix Combo. 

Defending Palm. 

Taiqi Combo. 

Knee Attack. 

Palm Split Kick.. 

Palm Splash. 

Palm and Fist. 


* n 

1 * * * f V f 

4 4 

t t 

4 4 

' • ■ ■ l t 

4 4 

* * ‘ r j 

\ A 4 

4 

-‘t t -t 

H 

if i 1 

\ 4 A 

f t - t 

.. + 

\ A 4 

] + A + 

A * 

> ***i—-/ t 


Throws 

Arm Bar Throw. 

Holding Chest Bash... 

Atomic Punch. 

Reverse Parallel Chop 

Front Kick Bomb. 

Sannei. 


.GCB, 

. □ + 

4 4 

*■■*'**■■* r f 

4 , O + A + 

4 4 

* ■ * * ■ * ■ 1 * * t t 

4 


When facing opponent's back: 

Lotus Throw... EH + 

J3 r u3 ki or ....... ^. 

Shoulder Thrust.. 4 , 4 , 


Holds 

Stomach Hold Punch.GCF, 

During Stomach Hold Punch: 

Back Spine Elbow.HCB, □ + 

During Back Spine Elbow: 

Neck Ralliat. 4 , 4 , □ + A + 


When opponent is crouching: 
Grabbing Knee Attack. 


* 

I a * i | ■ |> | * 


When behind crouching opponent: 

Reverse Karate Chop.... *, 


Pounces and Taunts 

When enemy is knocked down: 

Stomp..t, 

Crouch Stomp.*, 


Cheer Taunt 
or . 


4 , «\ 4 , □ + a + 

<\ 4 , + A + 
















□ 

□ 

□ 

A 

A,....A 

O 

□ 

□ 


O 

o 





Head Bat....... 

Giant Upper 


Throws 

Front Suplex.. 

Neck Hanging Tree.. 

Spinning Back Breaker 

Chalk Slum. 

Jumping Elbow Crush 




When facing back of opponent. 
Jumping Reverse Arm Hold.. 


When opponent is crouching 
Tomb Stone Slam. 


• , ; Js|i| 


► The 

* me 'A- a 

epitome 

of the 

brute soldier, 

Bay man is 

extremely strong and 

likes to torture his opponents with 

bone-breaking holds and throws. His variety of moves 

makes up for his extreme lack of speed. 


Holds 

Victor Knee Hold. 

Neck Hold Swing. 

Standing Arm Rock. 

During Standing Arm Rock: 

Crossing Neck Rock.. 

During Crossing Neck Rock. 
DDT. 


GCF, □ + O 


QCF, □ 


Leg Grab & Sweep..... 

During Leg Grab & Sweep. 

Achilles Hold. 

During Achilles Hold: 

Fatal Boston Crab.. 


Country: Russia 
Age: 31 
Blood Type: B 
Height: 128 cm 
Weight: 105 kg 

Fighting Style: Commando Sambo 
Occupation: Assassin 
Likes: Beef Stew 
Hobbies: Knife Collecting, Chess 
Stage: Aircraft Carrier 


When facing back of opponent 

Sleeper Hold. 

During Sleeper Hold: 

Swing Sleeper... 


When opponent is crouching 
Reverse Arm Bar.. 


Standard Attacks 

Punch. 

Gut Punch. 

Crouching Uppercut 

Low Punch... 

High Kick. 

Side Kick. 

Low Kick... 






Special Attacks 

Spinning Back Knuckle.... 

LcCj S|DIkG............... 

om 0 sh............................... 

Sliding Kick,,,,,,.... 

Palm Arrow.. 

Reverse Double Hammer 

Smash Hook. 

Storm Hook Combo. 

Shoulder Tackle.. 

Storm Back Knuckle. 

Knpp ! iff 
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Storm Sabot. 

Heel Hammer. 

Rush Sabot. 

Jamming Kick. 

Crash Leg Spike... 

Drop Kick.. 

Double Heel Hammer. 

Taurus Kick. 

Double Swing Hammer... 
Super Spin Kick. 
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Height: 180 cm 


. 


Likes: Ice Cream 
Hobbies: Billiards 
Stage: Beach 


Standard Attacks 

Punch.. 

Elbow.... . 


T + 0 
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Lunging Uppercut. 

Low Punch. 

Roundhouse Kick. 

Middle Roundhouse Kick 
Low Roundhouse Kick.... 


Special Attacks 

Thunder Elbow .. 

Spinning Middle Kick.. □ + 

Elbow Slam. t, 

Half Spin High Kick......... 

Mue Tai Elbow. +, 

Zack's Combo..., 

Straight Jab.... 

Half Spin Heel Kick. f, , 

Dynamite Upper Cut.*, *, 

Twister. , 

Spinning Elbow.QCF f 

Double Knee Bash.♦, O, 

Cyclone Elbow...QCF, 

Double Low Spin. 

Double Blast. 

Balkan Elbow. 

Front High Kick.... 

Balkan Middle Kick... A, A, 

Jumping Knee.♦, 

Dancing Kick..A, A, O, 

Spinning Bomber.QCF, 

Balkan Knee Kick.A, A, +, 

Bloody Rush...A, A, ♦, A, 

Twister Upper.QCF, □ + A + 

Genocide Rush.A, A, A, 

Flying Knee Kick....♦, A + 

Low Spin Rush.... • —■> -—‘i ^ < O, ^, 

Spin Fake .QCF, 


» o * 

t ^ i 


□ 


When facing away from your opponent: 

Hammer Bash..«■ 

Turn Spinning Heel Kick.♦ 


inferno Rush.... 
Heaven Smash 


A A /A 
f\ . I ) \ ) 


Throws 

Wild Throw... □ + A 

Mue Tai Combo.♦ , ♦ , A + O 

Beast Fang..... A + 0 

Forward Sabaki. +, *, □ 

Reverse Sabaki........♦, D 


When facing opponent's back: 
Head Hunting..... 


Dancing Taunt.+, «■ 

or .«■, 4 

• • • • . 

,i •(: Sii See SW-* ££ k 

_ _ 
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\ 

Country: China 
Age: 65 
Blood Type: A 
Height: 170 cm 
Weight: 78 kg 

Fighting Style: Shin-i Rokugo-Ken 
Occupation: Used books dealer 
Likes: Tofu 

Hobbies: Ink Painting 
Stage: Courtyard 

Standard Attacks 

Punch. 

Elbow.... 

Lunging Uppercut. 

Low Punch... 

Roundhouse Kick.... 

Middle Roundhouse Kick. 

Low Roundhouse Kick. 

Special Attacks 

Qi-Gong Palm.. 

Phoenix Punch. 

Sweeping Chop.. 

Qi-Gong Kick.. 

Short Palm Jab.. 

Cat Smash. 

Tiger Elbow.. 

Blade Kick... 

Tiger Claw.. 

Flying Reverse Kick. 

Falcon Hammer. 

Gen Fu Special Kick. 

Bull Horn. 

Snake Attack. 

Falcon Hammer Special . 

Rooster Knee. 

Gen Fu Special.«\ i 

Jumping Biade Kick. 

Silent Kiaing. 

Iron Toe... 

Kiaing Combo. 

Iron Bull Horn .. 

God's Step. 

Rooster Special.+, l 

Tger Head Bat.. 


♦,□ + A+ O 
«\ □ + A + 0 
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Holds 

Rising Knee...+, □ 

When facing opponent's back: 

Elbow Punch..*, □ 

Elbow Slam..*, ♦, □ 


Rabbit Kick. □ + 0 

God's Hand Push.A + 0 

God's Sweep. *, □ + 0 

Double Bomber.A + 0 

Wind Blast.. □ + A + 0 

Gen Fu Shield.. □ 

Side Turn...*, A 


When opponent is crouching: 

Face Shove.*, □ 

When behind crouching opponent: 

Thunder Chop. *, □ 

Pounces and Taunts 

When enemy is knocked down: 

Stomp... ♦, O 

Foot Stomp...*, O 


Throws 

Spine Attack. □ + A 

God's Hand...*, ♦, □ + A + 0 

Stomach Shock. □ + A 

King's Punches.A *, *, A 

Palm Attack. 4 , □ 

Peacock Sweep. 4 , «\ □ 

When facing opponent's back: 

Tiger Tail. □ + A 


When opponent is crouching: 

Monkey Hands..... *, □ 


Holds 

Monkey Hold.. 

During Monkey Hold: 
Monkey...... 



Use against opponent's side kick: 

Shoulder Tackle.QCB, □ 


Pounces and Taunts 

When enemy is knocked down: 

Stomp.. O 

Downward Chop. *, A 

Sitting Taunt.♦, □ + A + 0 

or ..•>, □ + A + O 


TINA 

Country: U.S. 

Age: 22 
Blood Type: 0 
Height: 169 cm 
Weight: 59 kg 

Fighting Style: Pro-Wrestling 
Occupation: Pro-Wrestler 
Likes: Seafood 

Hobbies: Fighting Games, Cycling 
Stage: Under-construction Freeway 


► Tina seems 
to be the 
female equiva¬ 
lent of 

Bayman, but 
she moves 
quite a bit 
faster. Her 
training as a 
pro wrestler 
allows her to 
pull off some 
spectacular 
moves, such as 
the Franken- 
steiner throw. 
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Standard Attacks 

Punch . 

/ \ 

Elbow . 

4 

Lunging Uppercut .. 

H A 
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Low Punch . 

4 

1—1 1 nh Kirk 
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Middle Kick ..... 

.. * , 0 

Low Kick. ... 

4 O 

iiiiaiiaiiaviiiiivi ^ 

Special Attacks 

Double Hammer . 

. + , A 

Double Upper . 

4 4 A A 

Low Spin Knuckle . 

it A 

Vertical Hammer .. 

H 4 

a ■ a a ■ a. ,i ■ j >-_i j | 1 J 

Knuckle Arrow . 

* A 

Tina's Special (Far Away) .. 

n 4 - a 4 - o 

ft 1 ft ft 4 ■ ■ a m 1 _J J pi ■ ill. 1 

Elbow Smash. 

4 A 

Machine Gun Middle. 

A A AA 

/V /\ ( p 

Shoulder Tackle. 

4 4 

Machine Gun Punch. 

/ \ / \ / \ 
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Short Range Rally. 

4 4- 

Ultimate Combo. 

4 A A 0 

Back Brain Bash.. 

.4, 0 

Spin Knuckle Combo. 

4 A A tf A 

t f l—Af f 

Kenka Kick. 

4 4 O 

Knee Hammer. 

4 0 4 /\ 

Sobat. 

□ + 0 

Sobat Combo. 

. +. 0.0 

Low Spin Kick. 

. +, □ + 0 

Double Low Kick. 

O 

4 

o 

4 ' 

Front Roll. 

.♦, A+0 

Use against opponent's side kick: 

Dragon Screw . 

. QCB, □ 

Throws 

Death Valley Bomb . 

.. □ + A 

Body Slam (Nearby) . 

. n + A + o 

Fisherman's Hammer . 

. HCF, A 

Frankensteiner... . 

. QCF, □ + 0 

Tina's Cyclone . 

4 4+ 0 

Flying Meyer . 

. QCB, A + 0 

During Flying Meyer: 

Surf Board Stretch . 

.♦, ■»,□ +A 

During Surf Board Stretch: 

JOS ... 

. 4 ; 4 f □ + A 

Hammer Throw . 

4 1 r 

During Hammer Throw: 

Full Nelson . 

. 4 , □ 

When facing opponent's back: 

German Suplex ... 


Throwing Suplex . 

. J + A + 0 

When opponent is crouching: 

Tina's Bomb . 


Splash Bomb . 


Holds 

Full Nelson . 

.■», □ 

During Full Nelson: 

Dragon Supreme . 

. HCB, □ + A 

Full Nelson #2. 

.QCF, □ 

During Full Nelson #2: 

Dragon Supreme. 

.HCB, □ + A 

Tackle.. 

. 4, V +,□ 
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► A Dennis Rodman 
look-a-like, Zack 
seems to be the least 
balanced character. 

His kicks are effective, 
but that's about it. 


During Tackle: 
Giant Swing... 


HCF n 


Chicken Wing Hold ...GCF, □ 

During Chicken Wing Hold: 

Flying Chicken 

Wing Hold.♦, », *, *, 4, *, 4, * □ 

When opponent is crouching: 

Knee Bomber..*, □ 

When behind crouching opponent: 

Reverse Knee Bomber.... □ 


Pounces and Taunts 

When enemy is knocked down: 


Stomp....♦ , O 

Elbow Drop.. A 

Sitting Taunt. *, 4 ( □ + A + 0 

or ..4, «*, □ + A + O 


RAIDOU 

Country: Japan 
Age: 48 

Blood Type: AB 
Height: 181 cm 
Weight: 78 kg 

Fighting Style: Mugen-Tenshin-Ryu Karate 

Occupation: None 

Likes: Roast Boar 

Hobbies: Secret Arts 

Stage: Secret Lab 


Standard Attacks 

Punch. 

Elbow. 

Lunging Uppercut. 
Low Punch.. 


. A 

4 A 



Spinning Back Knuckle. 

Gen Fu Variation. 

Low Spinning Back Knuckle 

Heel Hammer.... 

Leg Spike.. 

Lunging Palm.. 

Shoulder Bash. 

Swing Reverse Hammer. 

God's Hand Push. 

Punt Kick. 

Kick Flip. 

Front Snap Kick. 

Palm Strike.... 

Upper Palm Strike. 

Land Slide.. 

Palm Kick. 

Shadow Attack. 

Solar Cyclone. 

Jumping Knee.. 
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Throws 

Cross Bar Throw.. .□ + A 

Neck Break..GCF, O 

Spinning Back Breaker..HCF, A 


When facing opponent's back: 

Turning Side Throw. 

Shoulder Thrust. 
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When opponent is crouching: 

Splash Bomb..*, □ + 

Crouching Knee Attack. 


+ O 
*,□ 


Holds 

Standing Knee Attack.4, □ 

Head Lock.GCF, □ 

During Head Lock: 

Bull Docking Head Lock.«■, 4, □ 

Shadow Flip.4 f 4 ( □ 

Grab & Face Punch. 4 ( □ 


High Kick.... 
Middle Kick 
Low Kick.... 



* » # 
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Special Attacks 

Stomach Crash.♦, A, A 


Pounces and Taunts 

When enemy is knocked down: 

Jumping Punch... 

Stomp. 
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nai characters 


3 omonoby Itsgaki is not a name that brings; over to the consoles. We achieved this by using Real 
instant recognition to gamers, but it should Time Kinematics Control. This allowed us to maximize 

soon. He is the Producer and Chief Director of the the RAM while also maximizing the .efficiency of the 
home conversion of Dead or Alive, one of the most entire program. -A-vM L," 

innovative fighting games ever created. FSM : re- . . . • \ 

cently had a chance to talk with Jtigaka-san He | 1 ,$■ | - jjj 
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Al l love the Virtua Fighter series and Tekkert series. I 
don't play other fighting games. 


3. The problem with insufficient RAM was critical, 
because most of the data in Dead or Alive is motion 
data. With 3-D fighting games, space is a priority. 
Without enough RAM to store and manage the motion 
data, the actions on screen can easily look much less 
refined and tend to look a little "jumpy," You may have 
noticed this with some other fighting games. In the 
case of Dead or Alive , we wanted to preserve the 
graceful movements of the arcade version in porting 
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A. We are researching and experimenting a lot of 
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A. Actually, these additional two characters were not 
specifically designed for the PlayStation version. When 
we were developing the arcade version of DOA 2, we 
came up with them. So, the new characters will not 
just be supplemental additions but rather actual 
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NBA Fastbreak ’98. The most realistic, full-motion 5-on-5 sim you’ll ever play. We’ve duplicated the 
NBA’s hottest players and their moves. You call the shots: use Rodman’s rebound or O’Neal’s power 
dunk; make Stockton shut down Kerr; have Hill take it to the hole and Hardaway shoot the three! 
There’s only one way to play a more realistic game of basketball - get drafted into the NBA. 
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NBA Fastbreak ’98™ ©1997 Midway Home Entertainment Inc. All rights reserved. Midway is a registered trademark 

I under license. The NBA and individual NBA team identifications used on or in this 


of Midway Games Inc. Used 
product are trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, fnc. and the 
respective member teams and may not be used, in whole or in part, without the prior written consent of NBA 
Properties, Inc. ©1997 NBA Properties, Inc. All rights reserved. Developed by Visual Concepts Entertainment. 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 5607-97 
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This guide contains a complete walkthrough 
of Riven and should only be used when 1 
absolutely necessary. Reading too much may 
spoil your enjoyment of the game, so don't 
say we didn't warn you! 


I.k iven is the long-awaited sequel to the hit game Myst and is 
a vast improvement over its predecessor in every way. The 
world you will journey into is now much larger, and it has more 
detail then ever before. You have much to explore, so take the time 
to visit everything. We'll show you the quickest path through the 


game's five islands, but you 
should still wander around and enjoy the scenery. Try traveling 
around the islands first, familiarizing yourself with the different 
locations, and then come back to the starting area. After all, 
that’s where the story begins.... 


After talking with Atrus (you should remember him 
from Myst), you will be transported to Riven with only 
a Prison book and a journal. You will use the Prison 
book to imprison Ghen at the end of the game. When 
you arrive in Riven, you will be trapped in a cage. A 
native will arrive and will take the Prison book from 
you. He is then attacked by a rebel, who will eventual¬ 
ly free you from the cage. 



A You begin your journey trapped in a cage. Don't worry, 
you will eventually be freed by a local inhabitant of the 
Riven islands. 


Temple Island 

After exiting the cage, head to the right and climb the 
stairway to the top. Turn to your left and you will see 
an open doorway leading to a rotating room. The but¬ 
ton on the right wail will rotate the room, so push it 
four times to align the room correctly. Turn to your right 
and continue along the path (not the bridge). Follow it 
down another stairway until you reach a locked gate. 
Click at the bottom area of the gate and you will be 
able to crawl underneath it. Continue walking forward, 
through the revolving room, and you will eventually see 
a switch. This is a steam switch. Most of the machin¬ 
ery in Riven is powered by steam, which travels with¬ 
in the numerous pipes you will see in your journey. Flip 
the switch, turn around, and head to the doorway, 
which is another entrance to the rotating room you just 
walked through. On the left side of the door is a switch 
that you will need to pull. Do so, then push the rotation 
button on the right two times. Return to the room's 
original entrance and hit the rotation button two more 


times. Now go through the room, and you will see 
another bridge. Walk across it and enter the large gen¬ 
erator building in front of you. Follow the path around 
the inside of the building, down the ramp, and back to 
the outside. Flip the two bridge switches there, and 
then return to the bridqe. 



A Properly aligning the revolving door is important if you 
hope to successfully solve Riven. You will have to adjust 
its position several times, while playing. 


Enter the rotating room again and exit through the only 
other open doorway. Turn around and you will see 
another switch and another rotation button. Pull the 
switch, then push the rotation button twice. Enter the 
rotating room once again, and exit through the other 
open door. You should see a bridge in front of you. 

Continue traveling forward into the cavern and enter 
the first door you see (it should be on the left side of 
the cavern). There is a strange-looking chair inside, but 
you won't need to use it right now. Turn around and 
you will see two round porthole-looking things on 
either side of the doorway. The left one allows you to 
peer into another room. Hit the switch near the port¬ 
hole to open a door into that room. 

Proceed back into the cavern and go left. Follow the 
tunnel until you reach another door, and head through 
it. Walk through the other exit and you will enter the 
tramcar station. You will need to push the blue button 
near the small stairway to call the car. Once it arrives, 
climb on board and get ready for a coo! ride. Each tram- 
car you ride will have the exact same controls, which 
are actually pretty easy to learn. Click on the handle 
that looks like it will rotate, and the tramcar will turn 


around 180 degrees. Then click on the center handle 
and the tramcar will start its journey to the next island. 
Enjoy the viewl 



A if you arrive at a Tramcar Station and no tramcar is 
present, simply press the nearby blue call button. A tram 
car will arrive shortly. 


Jungle Island 

Climb down from the tramcar and follow the rock face 
to the right. You should see a circular stone embedded 
in the rock cliff with a Riven number imprinted on the 
back of it. It will make a sound if you click on it, but it 
serves no purpose right now. Jot down its location for 
future reference. Continue on to the left and go 
through the cave, heading right when you reach the 
stair junction. Go through the gate. Off the main path, 
in the forest area, a trail leads to another one of those 
circular stones. Continue along the path and across the 
bridge. Then go through the wooden gate and contin¬ 
ue on until you reach the y-junction. Take the left path, 
go past the next gate, and you will come across a walk¬ 
way guarded by a watch tower. The person in the 
tower will notice you and sound an alarm, causing the 
villagers to run away. Continue walking to the right until 
you reach the dock. The water looks strange, doesn't 
it? All of the openings in the water's surface are places 
to dock the submarine that you’ll be using very soon. 

Proceed along the walkway, then climb up the ladders 
until you reach the submarine crane. Click on the lever 
next to the sub and the crane will lower it down into 
the water. Return to the walkway, and head back the 
way you came. Only this time, walk past the cave you 
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(Note: If you do pursue Ghen's follower, he will lead 
you to the next tram station.) 


came through earlier and follow the curving paths to 
the left. Climb into the mine car that you come across. 
Puli the lever to the left of the car, and you will start 
your journey to the next island. 

Boiler Island 

As soon as you arrive at Boiler Island, you will slide 
down a chute to the beach area. Climb down the lad¬ 
der and go to the right. You will see a walkway head¬ 
ing out to the center of the lake, with a bunch of pipes 
interconnecting there. Walk to that area and move the 
valve to the middle-most setting. This allows the 
steam to power the machinery in the building to the 
right. Proceed back to the shore and walk to the dome¬ 
like building. You can’t enter it right now, so go around 
to the left side where all the machinen/ is. 

To your immediate right is a handle you will need to 
turn. This turns off the fire inside the boiler, allowing 
the water to cool down. Next, turn the left wheel to 
drain out all the water. You will now need to transfer 
the power to the next switch, so turn to your left and 
click on the steam switch there. Turn back to your 
right and activate the handle that is part of the actual 
building. It will be the farthest switch from you. This 
raises the platform inside of the building, allowing you 
to get inside. 

Walk back around to the front of the building and go 
through the door. It will open now that you've drained 
out the boiling water. Once inside, climb down the 
ladder and crawl through the dark piping. When you 
reach the end of the piping, follow the path until you 
reach a metal balcony. Go ahead and open the ladder 
shortcut hatch on the ground because you can only 
open it from this side. This ladder will save you some 
time later in the game. 



Once inside this room, be sure to dose the two metal 
doors. When they are open, the two side passages will 
be blocked. 


Turn to your left and open the double doors. Go 
through them and then turn around. With the doors 
open, the two side passages are blocked, so go ahead 
and close them. Follow the right path and click on the 
lever you come across, It will be on the right side of the 
walkway. Go back to the area with the double doors 
and follow the center path until you reach a strange- 
looking machine. The machine is actually a trap to 
catch frogs in the water below, but you don't really 
need to do anything with it. Look up and you will see a 
ventilation shaft, The switch you clicked on a few min¬ 
utes earlier turned off the ventilation fans, so you can 
now proceed safely through the shaft and get to 
Ghen's lab. 



A You can use this trap to catch frogs if you want, but 
there is no need. Simply look above the trap and you will 
see a ventilation shaft that you can climb through. It leads 
to Ghen's lab. 


The lab really only has one useful thing in it, and that 
happens to be Ghen's journal. It's sitting on the counter 
next to the area you land in after exiting the ventilation 
shaft. Take a few minutes and read through it, because 
you won't be able to take it with you. The most impor¬ 
tant thing you will get out of the journal is a five sym¬ 
bol number code that you'll use to gain access to the 
linking book domes. Make sure you write the five sym¬ 
bols down, otherwise you will have to come back here 
again. The symbols are randomly generated for each 
game you play, so there's no point in listing them for 
you. After you've read through the manual and written 
down the five symbols, go through the door with the 
blue tramcar calling button next to it and head right. 
Push the button once before you leave. 

Follow the path and cross the extremely long bridge. 
There is a raised section at the end of it, which you will 
need to lower. Simply click on the nearby lever to do 
so. Continue forward and enter the building in front of 
you. Walk along the walkway until you reach a metal 
wheel. Click on it and the walkway will extend, allow¬ 
ing you to cross over to the next walkway. Keep going 
forward until you reach an area where the walkway is 
missing. Turn around and click on the nearby button 
and the missing walkway piece will rise. Go back the 
way you came and you will find another metal walk¬ 
way, but a section of the floor will be missing. Turn 
around and find the button on the right side of the door¬ 
way. It will raise the missing section and let you con¬ 
tinue on. Keep walking until you reach the door, then 
click on the right handle to open it. Go back the way 
you came and find the final doorway and walkway. 
They will lead to a bridge that you have to raise. Just 
activate the right lever, and the task is done. 

After you have finished raising the stairs, return to 
Ghen's lab via the long bridge. Exit through the door to 
your left, and you will find yourself in another tramcar 
station. Get on and ride it to the next island. 

Map Island 

This tram station has two possible exits, but the one 
we want to go through is currently on the right side of 
the tramcar. Go ahead and click on the tramcar rotating 
handle, but don't click on the center one. Now, climb 
out of the tramcar and exit through the only available 
door. Continue along the passage. When you reach 
water, click on the lever to call the elevator. Push the 
button inside it to descend to the lower levels of the 
island. As you exit the elevator you will probably come 
across one of Ghen's followers, who will be complete¬ 
ly surprised to see you. He will run off. There is no real 
point in following him, so continue going forward. 



A Using the chair on Map Island reveals the relation 
between different Riven symbols and their colors. You will 
need to understand this relationship in order to solve a 
later puzzle in the game. 


You will eventually reach a chair atop a platform. Go 
ahead and sit on it. You can see a couple of things 
from this chair. To get a view of an underwater area, 
hit the button on the right and then use the left han¬ 
dle. You can also get a view of Catherine's ceil by hit¬ 
ting the left button when the display lowers. The han¬ 
dle on the right will lower another display, which 
shows different-colored lights under the water. This 
allows you to link the different Riven color symbols 
with their appropriate colors by turning the other dial 
on the display. (Note: The purple light is currently not 
working.) As soon as you are done looking at every¬ 
thing, climb off the chair and return to the tram station 
that Ghen's follower originally ran off to. Board the 
tramcar and ride to the next island. 

Forest Island 

Get off the tramcar and follow the corridor to an eleva¬ 
tor. Make sure you ride the elevator to the top floor; it 
will stop once before it gets there. Walk past the spin¬ 
ning linking dome, cross the bridge, and enter the near¬ 
by building. You'll see a chair inside that Ghen uses to 
survey the islands. Sit on it and click on the left lever. 
The chair will rise high into the air, giving you a remark¬ 
able view of the surrounding area. Look down at the 
teepee-iike structure and make sure the bottom of it is 
closed, if it isn't, click on the right chair lever to close it. 



A When sitting on this elevated chair, look down and 
make sure the bottom of this teepee-like structure is 
closed. If it's open, simply click on the right lever to close it. 


Now, lower the chair and return to the elevator. 
Remember how it stopped at a middle floor before 
bringing you to the top floor? Well, ride it down to that 
floor and exit. You'll need to activate the handle on the 
left side to lower the staircase. Walk along and take the 
left path. Exit the forest and make your way to the mar¬ 
ble staircase. Follow it down to the beach. You should 
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notice a couple of strange-looking creatures in front of 
you. Keep progressing forward. Climb up the next set 
of stairways and go through the cavern to the other 
side. Now climb down the two ladders and make your 
way to the metal dock. 

Remember the sub you lowered earlier? Well, it should 
now be here. Climb in and get ready for some under¬ 
water exploration. The sub controls differ from the 
tram car controls a little bit, but they are still easy to 
learn. The lever on the right is the "gas.” The slider on 
the bottom controls which direction you go when you 
hit a track split. The center handle turns the sub around 
at any stop. 

Go to the third stop and then turn the sub around. 
Continue on to the next stop, then climb out of the 
sub. Climb the metal ladder to the top. You will find the 
dock extension controls. Make sure all the switches 
are in the up position, and then head back to the sub. 
Hit the middle handle to turn the sub around. At the 
next stop, move the bottom slider to the left, and go 
on for one more stop. Climb out of the sub and enter 
the schoolhouse. 

The Schoolhouse 

This is the best place to learn about the Riven number 
system. Walk to the left of the doorway and you will 
find a helpful game. It will help you learn how the over¬ 
all Riven number system works. (Note: Read through 
the Number System boxout in this walkthrough to gain 
a better understanding of the Riven alphabet.) You 
should now be able to translate the number symbols 
you found in Ghen's journal, back at the Boiler Island. 



A Using this toy, which is found in the school house, con 
help you to learn the Riven number system rather easily. 
Be sure you know how to count to ten before proceeding. 


Back To The Sub 

After you are comfortable with the first ten Riven num¬ 
bers, return to the sub and turn it around. Go two stops 
forward, exit the sub, and enter the teepee-like build¬ 
ing. Click on the handle you see in front of you, which 
will lower a bar down to the ground. Click on the bar as 
soon as you see it because it will rise back to the top 
rather quickly. Hang onto the bar and ride it to the top. 
You will find yourself in front of a jail cell. Use the metal 
wheel on the right of the cell door to open it. Enter the 
cell and click on the floor drain. It will raise up, and 
you'll need to click on it again to open up a secret door. 
Go through the door and follow the dark passageway 
to the end. Turn on the nearby light, and walk back 
towards the secret door. Be sure to turn on all the 
lights you come across, which will reveal a door that 
you weren't able to see earlier, inside is the next major 
puzzle in the game. 

A rriflKCH A AAA AAAAAAAAAAAAAAAA AA iii**i*UA*** 


Remember the marble stone embedded in the wall at 
the Jungle Island? Several of them are scattered 
around the different islands. Each one has a specific 
animal associated with it that corresponds with a tablet 
in this room. The number located on the back of the 
marble stones signifies the order in which you should 
push the tablets. To save you some time, we've listed 
the correct tablets to push and the correct order to 
push them, Start by facing the door you entered this 
room by: 


1. The sixth stone from your left. 

2. The first stone from your left. 

3. Turn to your right. 

4. The second stone from the left. 

5. Turn to your right. 

6 . The seventh stone from the left. 

7. The fourth stone from the left. 


After successfully completing this puzzle, the shelf in 
front of you will open, revealing a linking book. Click on 
the book and you will travel to Tay. 


Tay 

There is nothing really to do here, so turn around and 
walk to the linking book. Surprisingly, you will be 
attacked and imprisoned by some rebels. After explor¬ 
ing your cell, a stranger will appear and return the 
stolen prison book and Catherine's journal to you. Just 
like Ghen's journal, Catherine's journal also contains an 
important piece of information—namely, the combina¬ 
tion to the telescope found on Temple Island. And just 
like in Ghen's journal, the symbols are randomly gen¬ 
erated, so be sure to write them down somewhere. 
You might as well take a few moments to translate the 
combination, now that you are familiar with the Riven 
alphabet. As soon as you take the journal, another cap- 
tor will enter your cell and give you the linking book. 
Open it and you will return to the puzzle room. You are 
now finished here, so leave through the door and fol¬ 
low the passageway back to the secret door. Click on 
the lever to the right side of the door, and leave the cell. 
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A Journals contain crucial information needed to finish the 
game, Ghen's journal contains the numbers needed to 
open the Linking Domes, while Catherine's contains the 
numbers needed to unlock the telescope. 


Temple Island 

Continue along the right walkway and make your way 
all the way back to the rotating room, back on Temple 
Island. You will have to ride the tram car to get there. 
Go through the room to the other doorway. The stair¬ 
way should now be raised, so climb it to the roof of the 
generator building. The next puzzle is located here, and 
it's one of the more difficult puzzles found in Riven. 
Thanks to PSM, you'll have no problems at all! The 
25x25 square you see is split up into five different sec¬ 


tions. Each of the sections are exactly the same as the 
ones found on the Map Island map. What you must do 
is look on that map in order to determine where the 
five linking domes are located. Then you need to figure 
out which color is associated with each dome, by look¬ 
ing at the viewfinders near them. Once you have that 
ail figured out, place the appropriate colored marble in 
the correct location on the square map in front of you. 
In case you want to skip ail that, the correct placement 
of the stones follows. Assume that the bottom left cor¬ 
ner of the square is 0,0. 

1. Place the purple marble at 1,21. 

2 . Place the orange marble at 5,3. 

3. Place the red marble at 8,8. 

4. Place the green marble at 15,24. 

5. Place the blue marble at 21,24. 

After you have placed ail the marbles in their correct 
places, take a few steps back. Click on the nearby but¬ 
ton and a strange-looking machine will lower over the 
25x25 square. If you hear a drill-like sound when you 
hit the small white button, then you successfully 
solved the puzzle. Now, all of the linking domes have 
power going to them. Return to the main entrance of 
the rotating room and hit the rotation switch three 
times. Go back inside the dome and walk to the lower 
level. Exit the dome and walk until you are just about 
to enter a cavern. Turn to your right, and you should 
find a button on the wall. Push it to lower the floor to 
the ground. Walk up the stairs and you will come 
across the first major link dome you need to activate. 



.4 Simply place the colored marbles in their appropriate 
locations and then pull the nearby handle to send power 
to the various linking domes. 


Activating the Linking Domes 


If you click 
the button on 
the top of this 
dome controller 
at the correct 
time, the dome 
will stop spin¬ 
ning and open 
to reveal a spe¬ 
cial lock, input 
the numbers 
found in Ghen's 
journal and the 
dome will open 
to reveal a 
linking book. 


Near each of the linking domes, you will find a special 
viewer. To open the domes, you'll have to hit the but- 
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ton on each viewer just before the dome's color sym¬ 
bol appears. How do you know what color goes with 
each dome? Easy—There is a slight pause when the 
correct color symbol appears, and it is always high¬ 
lighted. (Note: Hit the viewer button just before the 
color symbol appears.) Once the dome opens, set the 
five sliders inside to the five numbers that you read in 
Ghen's journal. Then use the book to link. Simply click 
on the button at the bottom of the bookstand to leave 
the linking dome. 

Age 233 

When you first arrive here, you will find yourself in a 
cage. Turn around and you should notice a small button 
near the cage. Ghen will show up after you click on it. 
After Ghen goes through his speech, use the prison 
book. Ghen will then use the book, which will free you 
while imprisoning him. You are now able to fully check 
out the room. Several linking books are here that will 
transport you to different parts of Riven. Don't worry 
about that right now, however. 


Take the ladder down to Ghen's bedroom, and look at 
the journal on the nightstand. Next to the journal is a 


when you click on it. You will need memorize these 
sounds, because they are randomly generated for each 
game. After you are sure you know the order of the 
sounds, go back upstairs and click on the linking book 
with only one square on the cover, This will take you to 
the island where Catherine is trapped. 

Catherine's Island 

After landing on this island, follow the path to the build¬ 
ing with the elevator. To free Catherine from the cage, 
you will have to duplicate the four or five different 
sounds you heard earlier on the device here. Simply 
click on the correct pedals that match up with the 
sounds, and then activate the lever. The cage is now 
open. Ride the elevator up to the top floor and you will 
meet Catherine. After talking with her, find your way 
back to the nearby linking dome and travel back to Age 
233. Now use the linking book with the five squares on 
the cover, which will take you back to Temple Island. 



'I The last puz¬ 
zle you must 
solve, the tele¬ 
scope requires 
several differ¬ 
ent steps in 
order to get it 
to function. The 
most important 
part is the five 
digit code 
found in 
Catherine's 
Journal. 


Remember the cage that you started this game in? 
Well, to the left of it you will see a telescope. Click on 
the left part of the telescope to remove the lock, and 
then get a close-up on the center cover. Key in the five 
numbers that you found in Catherine's journal, then 
activate the handle to open the cover. See the button 
on the right side of the telescope? Rotate the handle 
around the button until it is aimed straight down. Keep 
pushing the button, and the telescope will eventually 
break the glass that's covering the fissure. 

Congratulations, you have solved the mysteries of 
Riven! But be prepared—Atrus may need your 
help again one day! Lr^ 
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You must follow several steps in order to deacti 
vate them. 


A lot of the machinery in Riven is powered by 
steam, which is created by boilers such as this one. 




&. Finally, walk over to the metal 
door that leads into the boiler. Enter 
it and follow the ladder to the next 
area of the game. 


A Next, you will need to find the 
machinery located on the side of the 
boiler and set the handles in the 
correct position. 


When you "land" on Boiler 
Island, you wilt first need to head 
out to the middle of the lake and set 
this handle to the middle position. 
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You have to climb up to the top of the nearby lad¬ 
ders and activate this handle. The sub will then lower 
into the water, allowing you to explore parts of Riven 
that were not accessible earlier in the game. 


A When first entering the dock areas, you may notice 
that the water looks very strange. These openings in 
the water's surface are locations where the sub can 
dock, but there is currently no sub here. 







you will have to 


The most 




system. Normally, it would take some 
patience to master the system, but with this 




The Riven number system uses four basic 
numbers, one through four. If you rotate any 




degrees, then you must multiply them by 
five to get the new number. For example, if 
you rotate the symbol for three, then it 
becomes 15 (3x5=5). To get higher numbers, 


4 These four symbols are the basic numerals that 
compose the Riven number system. 




er. It you take the symbol tor the number 
two, rotate it, and then combine it with the 


number thirteen [(2x5)+3=13], You will have 


combine it with the three symbol. To make 15 


understand it 
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This guide contains a complete walkthrough 
of Resident Evil 2 and should only be used 
when absolutely necessary, Reading too 
much may spoil your enjoyment of the 
game, so don't say we didn't warn you! 


m oly cow, is this game huge! We mean H-U-G-E-friggin'- 
HUGE!!! RE2 has tons of areas to explore, with gruesome 
surprises lurking around every corner. If you expect to survive this 
nightmare, you're gonna need help. You've got a zillion zombies 
breathing down your neck, but if you can keep your cool, PSM will 
handle the rest. So lock-'n'-load buddy, and bring a change of 
clothes—it's gonna be messy! 


dreary mess of dark alleys, underground tunnels, and dimly-lit 
rooms. Hey, things weren't even that great before the T-virus 
outbreak turned everyone into zombies—now the city has 
become Hell on Earth. Definitely not a good vacation spot. 

Only four people have survived the outbreak. You take control 
either of the two main characters—Leon, a rookie Raccoon City 


Police Officer, and Claire, who came to town looking for her 
brother Chris Redfield (who you'll remember from the first 
game). You'll meet the two other characters during the game. In 
Leon's game you'll meet the mysterious Ada Wong, and if you 
choose Claire, you'll run into the young Sherry Birkin. At certain 
points in each of the games, you'll even take control of these 
additional characters. 


During the beginning intro movie, Claire and Leon get split up, 






Your objective is to find out what's going on, try to rescue any sur¬ 
vivors, and get out of town before your luck runs out. Do you have 
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B” game, you must beat the 


will still be there, but at least now you won t have to 


Due to space limitations, this month's guide only cov¬ 
ers both character's "A" games. For strategy on the 
"B" games (as well as a few extra secrets), check 
back next month I 


Resident Evil 2 is actually four games in one. Both Grade Bonuses 

Claire and Leon have an "A" and a "B" game. The Upon completing the game, you will be given a grade 

games share many similarities and the principal rooms based on your overall performance. You are scored on 

; how many times you had to save, and how long 


one shot that you land on an enemy, i ms can 
really help you save ammo! Just hold off on fir¬ 
ing a lot of bullets, and only use the one shot 
per enemy that gets Ada to start firing. Kill as 
many enemies as you can this way while Ada 
is with you, so you won't have to face them 
alone later on. 
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guys is that they wii! come at you from any angle 
and are particularly tough to get at when they 
attack from above. If you do end up standing und 
neath one, run quick before it drops acid on you. 


tough to catch up with since they sometimes crawl 
around on the walls. They are both fast and power¬ 
ful, so try to start your attack from as far back as 
possible. It's a good idea to use a powerful weapon 
such as the Acid Rounds. 


Zombies: Zombies come in various styles, but 
they're basically all the same. Even though they are 


Plant Creatures: Offspring of the giant plant that 
inhabits the Umbrella Laboratories, plant creatures 
can slowly walk around. They will also spit venom 
at you if you get too close to them. The best tactic 
is to keep a safe distance and use the 
Flamethrower. 


Hell Hounds: These dogs are veiy fast, very nasty, 
and can take a lot of damage. They usually attack in 
pairs, so be careful not to get caught between 
them. When you shoot one, it will get blown back¬ 
wards before coming back at you. Just stand your 
ground, aim low, and puli the trigger just as they 
pounce, if you have patience and hold your posi¬ 
tion, you should do fine. 


age if they gang up on you. Shoot at them from a 
good distance away. When they fall down, watch 
out—they could be faking. When they’re really dead, 
you'll see a pool of blood ooze out from underneath 
them. If you don’t see the blood, aim down and put 
a couple of extra rounds into them to finish them off. 
If you get grabbed by a zombie, you'll automatically 
break free after a short struggle. If a Zombie grabs 
your feet, you'll kick its head off. A Shotgun blast to 
the head will drop 'em the fastest. 


Tentacles: Tentacles can only hurt you if you come 
really close to them. Just use the Flamethrower 
and you should have no problems. 


Birds: Birds will most often attack in groups. Rest 
assured that if you see one, more are definitely 
ahead. If you can't seem to get a bead on them, 
simply run away and try again. Standing still too 
long makes you a great target. 


Zombie Hands: Zombies will grab at you through 
cracks in boarded-up windows. You can't kill them 
so just try to walk around them. 
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all 


can tell a 


best weapon to use is either the Grenade Rounds 
or the Acid Rounds. 


Lickers: These guys will get in close and swipe at 
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Items: Hand Gun Bullets (xl) 
Room 4: Metal Walkway 
Enemies: Zombies (x4) 

Items: Hand Gun Bullets (xl) 

Room 5: Blocked Street 
Enemies: Zombies (x4) 

Items: none 

Roorit 5: Bus 
Enemies: Zombies (x2) 

Items: Hand Gun Bullets (xl) 

Room 6: Car Wreckage 
Enemies: Zombies (x5) 

Items: none 

Room 7: Area Surrounding 
Police Station 
Enemies: Zombies (x6) 


Claire A 


Room 1: Street. 

Enemies: Zombies (x8) 

Items: none 

Room 2: Gun Shop 
Enemies: Zombies (x4) 

Items: Hand Gun Bullets (x2). 
Bow Gun 

Room 3: Back Alley 
Enemies: Zombies (x4) 

Items: Hand Gun Bullets 


Leon A 


Room 1: Street 
Enemies: Zombies (x8) 

Items: none 

Room 2: Gun Shop 
Enemies: Zombies (x4) 

Items: Hand Gun Bullets (x2) 
Weapon: Shotgun 

Room 3: Back Alley 
Enemies: Zombies |x4) 
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Claire A 

Room 1: Main Tunnel 
Enemies: Dogs (x3), ticker (x2)— 
won't face takers until after you've 
explored the Sewage Disposal 
Items: none 

Room 2: Power Room 
Enemies: none 
Items: Green Herb (xl) 

Special: Mop to Police Station B1, 
Reserve Power Control Panel 

Room 3: Parking Garage 
Enemies: none 
Items: Green Herb (xl) 

Room 7: Autopsy Room 
Enemies: Zombies (x5) 
items: Red Card Key 


Room 8: Armory 
ijbnemies: none 

Items: Bow Gun Bolts (xl). Hand Gun 
Bullets (x2), Sub Machine Gun, 

Side Pack 

Room 9: Outer Path 
Enemies: Dogs (x2) 

Items: Red Herb (xl) 

Special: Manhole to Sewage Disposal, 
Room 9 

Room 10: Path to Chief Irons' 

Secret Room 
Enemies: none 
Items: none 

Room 11 .’ Chief irons' Secret Room 
Enemies: none 
Items: Acid Rounds (xl) 

Special: Ladder down to Sewage 
Disposal, Room 12 


Room 4; Metal Walkway 
Enemies: Zombies (x4) 
Items: Hand Gun Bullets 




Room 5: Blocked Street 
Enemies: Zombies (x4) f 

Items: none 

I 

Room 6: Bus *««« 

Enemies: Zombies (x2) 

Items: Hand Gun Bullets (xl) 

Room 7: Car Wreckage 
Enemies: Zombies (x5) 

Items: none 

Room 8: Area Surrounding 
Police Station 
Enemies: Zombies (x6) 

Items: none 
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Special: Manhole to Sewage Disposal, 
Room 1 

■ 

Room 6: Cell Block 
Enemies: none 

Items: Green Herb (xl). Blue Herb 
(xl), Manhole Opener 
Special: You'll meet Ada's friend, Ben; 
File: "Mail to the Chief" 

Room 7; Autopsy Room 
Enemies: Zombies (x5) 

Items: Red Card Key 

Room 8: Armory 
Enemies: none 

Items: Shotgun Shells (xl). Hand Gun 
Bullets (x2), Sub Machine Gun, 

Side Pack 

Room 9: Outer Path 
Enemies: Dogs (x2) 

Items: Red Herb (xl) 

Special: Manhole to Sewage Disposal, 
Room 9 
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Room 1: Main Tunnel £; 

Enemies: Dogs (x3), ticker (x2}~ 
won't face tickers until after you've 
explored the Sewage Disposal 
Items: none 
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Room 2: Power Room 
Enemies: none 
Items: Green Herb (xl) 

Special: Map to Police Station Bl, 
Reserve Power Control Pane! 

Room 3: Parking Garage 

Enemies: none 

Items: Green Herb (xl) 

Special: You meet Ada Wong 

Room 4: Cell Block Entrance Hallway 
Enemies: none 

Items: Hand Gun 8ullets (xl) 

Room 5: Kennel 
Enemies: Dogs (x2) 

Items: Red Herb (xl), Blue Herb (xl) 
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Items: First Aid Spray (xl ), Grenade Roui 
(xl). Flame Rounds (xl), Ink Ribbon (xt) 
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Claire A 
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Room 1; Zombie Street 
Enemies: Zombies (x4) 
Items: none 

Room 2: Small Work Area 
Enemies: Zombies (x2) 
Items; Valve Handle, Ink 
Ribbon (xl). 

Hand Gun Bullets (xl) 
Special: Typewriter 


Room 1: Zombie Street 
Enemies: Zombies (x4) 

Items: none 

Room 2: Small Work Area 
Enemies: Zombies (x2) 

Items: Valve Handle, Ink Ribbon (xl) 
Bow Gun 

Special: Typewriter 


Room 2 


Claire A 


Room 1: factory Save Room 

Enemies: none 

Items: First Aid Spray (xl). 


Room 5: Cesspool 
Enemies: none 
Items: Grenade 
Rounds (xl) 

Room 6: Catwalk 
Enemies: Dogs (x2) 

Items: none 

Special: Elevator to Sewage 
Disposal, Room 8 

Room 7: Crate Puzzle 
Enemies: none 
Items: Precinct (Club) Key 
Special: Map to Sewage 
Disposal 

Room 8: Dead-End 
Enemies: none 
Items: none 
Special: Elevator to Sewage 
Disposal, Room 6 

Room 9: Under 
Construction Passageway 
Enemies: none 
Items: none 
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Claire A 

inwut 

Room 1: Main Hallway 
Ledge 3F 

Enemies: Licker (xl) 
Items: none 


Room 2: Transport Room 1 
Enemies: none 

Items: Hand Gun Bullets (xl) 
Special: Map to Fnetarv 
area, Transport 
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: Room 2: Gear Room 
Enemies; none 
Items: Blue Stone 2 
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: Room 1: Main Hallway Ledge 3F 
: Enemies: none 
: Items: none 
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o Sewage Disposal, Room 8 : 
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Crate Puzzle : 
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xinrt (Club) Key : Claire A 

lop to Sewage : 

: Room 3: Bug-Infested Fan Tunnel 
EnnifiI6S* Bugs 
Items:bobef^ - 
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Room 4: Bridge Room 2F 
Enemies: none 
Items: Eaale Medal 
Special: File: "Sewer Manager Diary" 

Room 5: Sewage Tunnel 2 
Enemies: none 
Items: Blue Herbs (x2) 

Room 6: Control Room 1 
Enemies: none 

Items: Hand Gun Bullets (xl), Ink 
Ribbon (xl). First Aid Spray (xl) 
Special: File: "Sewer Manager Fax", 
Item Box, Typewriter, Ladder down to 
Sewer B2, Room 10; Elevator to Sewer 
B2, Room 2 




LeonA 
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Room 1: Giant Spider Tunnel 
Enemies: Giant Spiders (x2) 
Items; none 
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Room 2: Hallway 
Enemies; none 
Items: none 
Special: You take control of Ada 

Room 3: Storeroom L 
Enemies: none 
Items: Blue Herb (xl), Ink 
Ribbon (xl) 

Special: Typewriter, Item Box 

Room 4: "H"-Shaped Room 
Enemies: Boss Creature 
Items: none 

Room 5: Cesspool 
Enemies: none 
Items; none 

Special: You take control of Ado 
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Room 2: Gear Room 
Enemies: none 
Items: Knight Plug. 
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Leon A 


Room 1: Drainage Room 
Enemies: none 
Items: Blue Herb (x2) 

Room 2: Control Room 2 
Enemies: none 

Items: Ink Ribbon (xl). Hand Gun Bullets (xl), First 
Aid Spray (xl) 

Special: Typewriter, Item Box, File: "Sewer Manager 
Fax", Elevator to Sewer B2, Room 2 

Room 3: Bug-Infested Fan Tunnel 
Enemies: Bugs 
Items: none 

Room 4: Bridge Room 2F 

Enemies: none 

Items: Eagle Medal 

Special: File: "Sewer Manager Diary" 


Room 10: Storeroom R 
Enemies: none 
Items: Ink Ribbon (xl) 
Special: Typewriter, 
Item Box 


Room 12: Small Catwalk 
Enemies: Boss Monster 
Items: none 

Special: Ladder up to Police 
Station Bl, Room 10 

Room 13: Sewage Tunnel 1 
Enemies: none 
Items: none 


Room 10: Storeroom R 
Enemies: none 
Items: none 

Special: Typewriter, item Box 

Room 11: Stairs to Sewer Bl 
Enemies: none 
Items: none 

Special: Stairs to Sewer Bl; 
You'll run into Ada 


Room 6: Catwalk 
Enemies: Dogs (x2) 
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Room 10: Fan Room 
Enemies: Zombies (x5) 

Items: Ink Ribbon (xl), Hand Gun Bullets (xl), Green 


Leon A 

Room 1: Main Hall 
Enemies: none 

Items: Ink Ribbon (xl). Hand Gun Bullets (xl), 
Precinct (Spade) Key 

Special: Typewriter, Computer, Ladder to 2F, 

Center Statue 

Room 2: Room With Lots of Desks 

Enemies: Zombie (xl)—you won't face him until the 

second time you enter this room 

Items: Blue Card Key, Precinct (Heart) Key, Green " 

Herb (xl), Hand Gun Bullets (xl) 

Special: File: "Memo to Lean? 

Room 3: Reception Area 1 
Enemies: none 

p(ms: Hand Gun Bullets (xl) 

Special: Item Box, File: "Police Memorandum" 

Room 4: Circuit Box Hall 1 
Enemies: Licker (xl) 

Items: Green Herb (x l} 
fecial: Circuit Box 




Herb (xl), Shotgun Snells (xl). 

Special: Map to the Police Station 

Room 11: East Staircase IF 

Enemies: none 

Items: Green Herb (x2) 

Room 12: Messy File Room 
Enemies: none 

Items: Ink Ribbon (xl). Hand Gun Bullets (xl), Crank 
Special: File: "Patrol Report" 

Room 13: Brown Boarded-Up Hallway 
Enemies: Zombies (x4) 

Items: Red Herb (xl ) 

Room 14: Interrogation View Room 
Enemies: none 
IterSSmaHiCe^' 

. 

Room 15: Interrogation Room 
Enemies: Licker (xl) 

Items: First Aid Spray (xl), Cord, Rook Plug 

Room 16: Locker Room 
Enemies: Zombies (x5) 


Claire A 

Room I t Main Hall 
Enemies: none 

Items: Ink Ribbon (xl). Hand Gun Bullets (xl), 
Precinct (Spade) Key 

Special: typewriter, Computer^ Ladder to 2F, 
Center Statue 

Room 2: Room With Lots of Desks 
Enemies: Zombie (xl )—you won't face him 
until the second time you enter this room 
Items: Blue Card Key, Detonator, Green Herb 
(xl). Hand Gun Bullets (xl) 

Special: File: "Memo to Leon" 
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Room 3: Reception Area 1 

Enemies: none 

Items: Hand Gun Bullets (xT) 

Special: Item Box/ File: "Police Memorandum" 

Room 4: Circuit Box Hall 1 
Enemies: Licker (xl) 

Items: Green Herb (xl) - 
Special: Circuit Box 

Room 5: Hallway With Boarded Windows 
Enemies: Zombie Hands 
Items: none 

Room 6: Briefing Room 


Room 10: Fan Room 
Enemies: Zombies (x5) 

Items: Ink Ribbon (xl). Hand Gun Bullets (xl), 
Green Herb (xl). Acid Rounds (xl) 

Special: Map to the Police Station 

Room 11: East Staircase IF 
Enemies: none • 

Items: Green Herb (x2) 

Room 12: Messy File Room 
Enemies: none 

items: Ink Ribbon (xl), Crank 
Special: File: "Patrol Report" 

Room 13: Brown Boarded-Up Hallway 
Enemies: Zombies (x4) 

Jj|ns: Red Herb (xl) 

Room 14: Interrogation View Room 
Enemies: none 


Room 5: Hallway With Boarded Windows 
Enemies: Zombie Hands 
Items: none 


Room 17: Circuit Box Hall 2 
Enemies: none 

Items: Green Herb (xl). Shotgun Shells (xl) 
Special: Staircase to Police Station B1 
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Room 18: Quarters 
Enemies: none 

Items: Shotgun Shells (xl), Magnum 
Special: File: "Watchman's Diary" 

jnpm' 19: Press Room 
Enemies: none 
Items: Golden Cogwheel 
Special: Film B 


Items* £h 
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Enemies: none 
Items: Red Jewel 

Special: File: "Operation Report 1," Fireplace 

Room 7: Hall with Staircase 
Enemies: Zombies (x4) 

Items: Green Herb (x2) 


ircujt Box 2 


wm 
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Room 3: Dark Room: : 

Enemies: none 
Items: Ink Ribbon (xl) 

Special: typewriter, Item Box, File: "Operation 
Report 2 

Room 9: Reception Area 2 
Enemies: Zombies (x6) 

Items: Green Herb (xl) 
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Items: Golden \ 
Special: Film B 
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Room 7; Tentacle 
Room 

Enemies: Tentacles 

Items: Bow Gun Bolts (xl). Blue Herbs (can't take) 
Special: File: "Lab Security Manual," File: "User 
Registration," Anti-B.O.W. Gas Sprinkler 

Room 8: Tentacle Room 2 
Enemies: tickers (x2) 

Items: Ink Ribbon (xl), Grenade Rounds (x2) 

Room 9: Room with ladder to B5 
Enemies: Tentacles (x6j, Plant Creature (xl) 

Items: Green Herb (x2j 

Special: Ladder down to Laboratory B5, Room 1 

Room 10: Cot Scan Room 
Enemies: Zombies (x5) 

Items; Grenade Rounds (xl), Vaccine Cartridge, MO 
disk. Base Vaccine 
Special: VAM, VAM Switch 


IF, Room 2 

. ■ ■ • .. .. 


Room 4: Waterfall 


Items: G*Virus 
Special: Security Terminal 

Room 5: Cold Room 
Enemies: none | Mm 1' IS 


Room 6: Alligator Tunnel 
Enemies: Giant Alligator (x 1) 


Items: Fuse Case, Main Fuse, First Aid Spray 


Enemies: Plant Creature (x4)—two of them 
appear later 
Items: none 


Leon A 


Enemies: none 

Items: Ink Ribbon (xl), Wolf Medal 

Room 8: Wooden Catwalk 
Enemies: none 
Items: none 

Room 9: Sky Tram Room 1 
Enemies: none 
items: none 

Special: Sky Tram to Vacant Factory B1, 
Room 1; Sky Tram Power Console 

Room 10: Warehouse Room 
Enemies: Zombies (xl) 

Items: Grenade Rounds (xl). Bow Gun 
Bolts (xl) 

Special: Ladder up to Sewer Bl, Room 6 

Room 11; Small Waterfall Room 
Enemies: none 
Items: none 

Special: You take control of Sherry here 
Room 12: Bug Tunnel 2 


items: Blue Herbs (can't 
:»ick up). Green Herb 
x2), Shotgun Shells 
xlSnklmbbbrii|xlJ® 
Special: Typewriter 

Room 6: Alligator Tunnel 
Enemies: Giant Alligator 
(xl) 

items: none 
Special: Gas Cylinder 

Room 7: Garbage Room 
Enemies: none 
Items: link Ribbon (xl) 
Special: You rejoin Ada 

Room 8: Wooden 
Catwalk 
Enemies: none 
Items: none 

Room 9: Sky Tram 
Room 1 
Enemies: none 
Items: none 
Special: Sky Tram, Sky 
Tram Power Console 


Room 1: Secret 
Warehouse 
Enemies: none 
Items: Magnum Bullets 
(xl). Shotgun Shells (xl) 

Room 2: Elevator 
Hallway 
Enemies: none 
Items: none 

Special: Map for Sewer 

Room 3: Passage to 
Giant Fan 

Enemies: Giant Spiders 


Leon A 


Items: Fuse Case, Main Fuse, First Aid Spray 

Room 6: Left Passage 

Enemies: Plant Creature (x4)—two of them 

appear later 

Items: none 

Room 7: Tentacle Room 
Enemies: Tentacles 

Items: Flamethrower, Blue Herbs (can't take] 
Special: File: "Lab Security Manual," File: "U 
Registration," Anti'B.O.w. Gas Sprinkler 

Room 8: Tentacle Room 2 
Enemies: Licker (x2) 

« i _ «- ■ ■ ' j * . . —. ■ ■ f ■ . —_ - 


Room 1: Security Room 
Enemies: none 

Items: Green Herb (xl). Shotgun Shells (xl), 
Magnum Bullets (xi), Ink Ribbon (xl) 

Special: Typewriter, item Box 

Room 2: Transport Room 2 

Enemies: Zombies (x4) —you won't encounter 

them until later 

Items: none 

Special: Transport 

Room 3: Main Shaft 
Enemies: none 
Items: none 

Special: Breaker System 

Room 4: Right Passage 
Enemies: none 
Items: G-Virus 
Special: Security Terminal 

Room 5: Cold Room 
Enemies: none 


won t appear until late 
Items: wolf Medal, 
Shotgun Shells (xl) 

Room 4: Waterfall 
Roorn 

Enemies: Giant Spiders 

m 

Items: none 


Items: Ink Ribbon (xl), Shotgun Shells (x2) 

Room 9: Room with ladder to B5 
Enemies: Tentacles jx6). Plant Creature (xl) 

Items: Green Herb (x2) 

Special: Ladder down to Laboratory B5, Room 1 

Room 10: Cat Scan Room 
Enemies: Zombies (x4) 

Items: First Aid Spray (xl), Magnum Bullets (xl), MO 


Enemies: Bugs! 

Items: none 

Room 13: Small Trash Heap Room 
Enemies: none 
Items: none 


Room 5: Bridge Room 
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Enemies: none 
Items: none 


Leon A 

Room 1: Room with ladder 


Room 1; Sliding Statue 
Room 

Enemies: none 
Items: Red Jewel 

Room 2: Hallway to 
S.tAp.S. Offieefej i§ 
Enemies: Zombies (x3) 

Items: none 

... 

Room 3: S.T.A.R.S. Office 
Enemies: none 
Items: Unicorn Medal, 
Hand Gun Bullets (xl), 
First-Aid Spray (xl), 


Room 12: Red Jewel 
Statues Room 
Enemies: none 
Items: Precinct (Diamond 
Key, Shotgun Snells (xl) 


Enemies: Tentacles (x6) 

Items: none 

Special: Ladder up to Laboratory 
B4, Room 9 

Room 2: Evacuation Gate Room 
Enemies: Licker (x4)—the fourth 
one won't appear until later, 
r-these won't 
you're escaping 


Clair^A 

. : v... v- . v . 

Room 1: Room with ladder to B4 
Enemies: Tentacles (x6) 

Items: none 

Special: Ladder up to Laboratory 84, 

Room 9 

Room 2: Evacuation 
Gate Room 

Enemies: Licker (x4i—-the fourth one 
won't appear until later. Zombie 
(xS)—these won't appear until you're 
escaping the lab 
Items: Green Herb (x3) 

Special: Gate Security Panel 

i r 

■ - • ' • -1- ••.r.i'.-. r- WWWI- 

' ' ... ■ . ; .• 

Room 3: Control Center 
Enemies: none 
Items: none 

Special: Map to the Lab area. 

Typewriter, Item Box 

■ ■ : - 

Room 4: Area Outside Giant 
Moth Room 
Enemies: none 
items: Red Herb (xl) 

Special: File: "Vaccine Synthesis" 

Room 5: P*4 Laboratory 
Enemies: Zombies (x51 
Items: Grenade Rounds (x2). Lab Card 
Key 

Special: Vaccine Synthesis Machine 

Room 6: Giant Moth Room 
Enemies: Giant Moth 

Items: none PJ 

Special: Security Registration Computer 

Room 7: Transport Elevator 

fi * 

Room 7: Transport Room 

Elevator Room Enemies: William Birkin 

Enemies: William Birkin Items: none 

Items: none Special: Platform Elevator to 

Special: Platform Elevator to Transport, Transport, Room 1 

Room 1 


three' 
Statues 


appear 


Claire A 


Room 3: Helicopter Hallway 
Enemies: Zombies (x2) 
Items: none 

Room 9: "Bird" Hallway 


Room 1: Sliding 
Statue Room 
Enemies: none 
Items: Red Jewel 

Room 2: Hallway to 
S.T.A.R.S. Office 
Enemies: Zombies (xl)— 
won't appear until later 
Items: none 

Special: You first see Sherry 
here—this happens later||| 

Room 3: S.T.A.R.S. Off 
Enemies: none 
Items: Unicorn Medal, 
Grenade Launcher 
Special: File: "Chris's Diary, 


3: Control Center 
es: none 


Items: none 


Room 4: Reception Area 3 
Enemies: Zombies (x5) 
Items: Hand Gun Bullets 

(xl). Hand Gun Ports 

• • 

Room 5: Library 
Enemies: none 
Items: Bishop Plug, Red 
Herb (xl) 

g ; ■ : . . ;;;gY;-: 
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Room 6: Main Hallway 
Ledge 2F 

Enemies: Zombies (x4), 
Licker (xl)—won't appear 
until later 
Items: none 
Special: Ladder 

Room 7: Waiting Room 
Enemies: none 
Items: Small Key, Ink 
Ribbon (xl) 

Special: Typewriter, Item 
Box, File: '’Secretary's 


special: Map to the Lab area, 
IlfTypewritetv Iftem Box 

Room 4: Area Outside Giant 
Moth Room 
Enemies: none 
Items: Red Herb (xl) 

Special: The Red Herb is sitting 
in the far left corner of the 
room, in front of the big door to 
Laboratory B5, Room 5. 

Room 5: P-4 Laboratory 
Enemies: Zombies (x3) 

Items; Magnum Parts, Lab 


items: Hand Gun Bullets (xl) 

Room 10: East Staircase 2F 
Enemies: none 
Items: Green Herb (xl) 

Room 11: Helicopter Rooftop 
Enemies: hone 

Items: Hand Gun Bullets (xl) 

Room 12: Red Jewel Statues 
Room 

Enemies: none 
Items: Precinct {Diamond) 
Key, Blue Stone 1 
Special: Three "Red Jewel" 
Statues 


Claire A 


Room I; Inside Sky Tram 
Enemies: none 
items: none 

Room 2: Sky Tram Room 2 

Enemies: none 

Items: Weapon Box Key 


Room 3: Y-Shaped Branch 1 
Enemies: Zombies (x4) 
Items: Spark Shot 

Room 4: Y-Shaped Branch 2 
Enemies: Zombies (x4) 
Items: Green Herb (x2) 


Room 4: Reception Area 3 
Enemies: none 
Items: Hand Gun Bullets 
(xl). Flame Rounds (xl) 
Special: You first run into 
Leon here 

* -; ■ 
Room 5: Library 
Enemies: none 
Items: Serpent Stone, Red 
Herb (xl) 

Room 6: Main Hallway 
Ledge 2F 

Enemies: Zombies (x4), 
Licker (xl)—won't appear 
until later 
Items: none 
Special: Ladder 

Room 7: Waiting Room 
Enemies: none 
Items: Lighter, Ink Ribbon 
(xl). 

Special: Typewriter, Item 
Box, File: '’Secretary's 
Diary A" 


Room 6: Giant Moth Room 
Enemies: Giant Moth 
Items: none 

Special: Security Registration 
Computer 


Room 13: Chief Irons' Office 
Enemies: none 
Items: Precinct (Heart) Key 
Special; File: "Chief's Diary," 
File: "Mail to the chief"— 
you get this later on; you 
eventually meet up with 
Sherry again here; Elevator 
down to Police Station Bl, 
Room 10 


Room fl: Helicopter 
Hallway 

Enemies: Zombies (x2) 
Items: none 

Room 9: "Bird" Hallway 
Enemies: "Birds" (x6) 
Items: Hand Gun 
Bullets (xl) 

Room 10; East Staircase 2F 

Enemies: none 

Items: Green Herb (xl) 

Room 11: Helicopter 
Rooftop 


Room 1: Inside Sky Tram 
Enemies: none 
Items: none 

Room 2: Sky Tram Room 2 
Enemies; none 
Items: Weapon Box Key 
Special: Flare Gun 

Room 3: Y-Shaped Branch 1 
Enemies: Zombies (x4) 
Items: Shotgun Parts 

Room 4: Y-Shaped Branch 2 
Enemies: Zombies (x4) 
Items: Green Herb (x2) 


Room 14: Hallway From 
Irons' Office 
Enemies: none 
items; none 


Claire A 


Room 15; Art Display Room 
Enemies: none 
items: First Aid Spray (xl) 
Special: File: "Secretary's 
Diary B," you catch up with 
Sherry 


Room 1: Escape Train 
Enemies: none 
Items: none 

Special: Train out of town 


Room 1: Escape Train 
Enemies: none 
Items: none 

Special: Train out of town 
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into the shop, a non¬ 
hat shows the shop 
y r you manage to con- 
i and not one of the 
jrrently rampaging 
segment ends, go A 


past the ba 
through this 
with a metal 


i Gun Bullets on the 
, and another one 
e side counter. Jk 
:ie counter and Mm 
, Zombies will / ’ 
idow and kill 
the Zombies, g| 
er. When the flu 
Gun up off the 
ten head out the * 


should 


Luall-irhmygh: riaire is 


City Area (Part 1) 

You start off Claire's "A" game on the left side of the 
destroyed police car. Go ahead and carefully run past 
the eight Zombies until you reach the Gun 
soon as you walk a few steps into 
interactive segment will start that 
owner trying to shoot you. Luckii 
vince him that you are a huma 
mindless Zombies that are ^ 
through Raccoon City, After the 
ahead and explore the shop fu 
able to find one box of Hand ' 
shelf behind the main counter, 
on top of a crate behind th 
After you walk behind the sil 
come back out into the open, 
smash through the front window 
the store owner. Shoot at 
using the counters for cover, 
coast is clear, pick the Bow 
remains of the store owner, then I 
back door to the Back Alley. 


As you walk through the alley, 
notice some Zombies locked behind a fence to 
your left. Continue on to the van at the back 
the alley. The Zombies wili then bust through 
the fence and come after you, but you still have 


nrifmcH 


plenty of time to collect the box of hand Gun Bullets 
from the back of the van. Find a good position to 
hold your ground and let the remaining Zombies 
have it. Now go through the open gate and walk 
ie basketball court to the other side. Exit 
is gate and you will find yourself in an area 
walkway (Room 4}. 


the stairs, follow the walkway to the 
and then go down the other set of 
Search between the two trash cans to 
t and you will find a box of Hand Gun 
ext, climb over the dumpster, quick- 
ist the four Zombies, and leave 
the gate at the end of the alley, 
be four more Zombies here, but 
j no mind. Simply run past them 
board the nearby bus. To your left is a 
duffel bag, which contains a box of Hand 
Gun Bullets. Two Zombies are also in the 
bus, but you can't really dodge them so use 
pistol to put them to rest. Get off the 
at the other end and run past the five 
ies that greet you. You'll eventually see 
another gate, which leads to the Police Station 
area, Go through it and follow the path until you 
arrive at the front doors to the Raccoon City 
Police Department. 




Police Station 

As soon as you enter the Police 

* . ' J .WO. J , 

the front staircase and enter the door at 


of the Main Hall. Inside, a wo urn 
a Blue Card Key and then force you out of the room. 


You won't be able to reenter this room until iatf 


the game. Now that you 
it on the computer terminal to unl|j 
doors in this room. Go ahead and pick ui 
Ribbon and the box of Hand Gun 


— y-:■ ■'■>■::t.• * r:■>>:T - 

computer, as well. 

Reception Area 1 mBBM 

Now enter Reception Area 1, located behii 

-■^asss. 

door on the left side of the hall. There is an Item Box 

■ 


here as well as a "Police Memorandum" File. 


Lockpick on the small desk drawer in the corner ■ 

■ 

reveai a First Aid Spray. As you leave this rp ' ' 11 ~ 


the back exit you will catch a glimpse of a Licker. He 

can't cause you any harm right now, though. 

. 


Circuit Box Hall 1 wtmmmm 

. - 

You are now in the Circuit Box Hall 1, which contains a 
Circuit Box and a Green Herb. As you walk up to the 
pool of blood on the floor, a Licker will drop down and 
attack you. Aim low with your Bow Gun and fire a cou¬ 
ple of rounds to finish him off. Continue on through the 
wooden door into the Hallway With 
Windows, and enter the next door you see. 
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to return to the west side of the Police 
Station and enter the metal door located in 
Circuit Box Hall 1. 

Messy File Room 

This is the Messy File Room. You can 
find a File at the end of the long shelf 
(on the side facing the door} next to 
the copy machine. An Ink Ribbon is in the 
supply cabinet to the right of the door. On 
the other side of the metal shelf is a 
stepladder that you need to push forward 
against the back supply cabinet. On the 
top of the cabinet is a Crank. After get¬ 
ting these items, proceed upstairs 
again, go past the statues, and reenter the Hallway to 


Windows, and enter the next door 
you see. 

Briefing Room 

This is the Briefing Room. A File 
is sitting on the table just to the 
right of the doorway. You will 
notice that there is a fireplace in the 
back room, but you will not need to 
use it until later. Head back to the 
Hallway and continue following it to the 
room with a Staircase. Four Zombies are here, 
so be prepared. Grab the two Green Herbs sit¬ 
ting in front of the door to the Dark Room 
and then go ahead and enter the room. 

Dark Room 

An Ink Ribbon is sitting to the left of the Typewriter on 
the file cabinet. You'll find a File just behind the 
Typewriter. You can use the back section of this room 
to develop any rolls of film you find later on. The metal 
locker to the left of the door contains a costume 
change and another secret weapon. To get the key to 
the locker, you have to get a high grade when playing 
though either Claire's or Leon's "B" game. Check out 
the Secrets section of this guide for a full explanation. 

After you are done here, exit and walk up the nearby 
staircase. Follow the hallway until you see a room with 
three statues in it. To solve this simple puzzle, just 
push the right gray statue on top of the left pressure 
plate, and the left brown statue on top of the right pres¬ 
sure plate. You will know they are in position, when 
you hear a distinct "clicking" sound. When both of the 
side statues are positioned correctly, the center statue 
will drop a fist-sized Red Jewel. Grab it and exit 
through the nearby door. 

Hallway to the S.T.A.R.S. Office 

This is the Hallway to the S.T.A.R.S. Office. Enter the 
office, which is the first door you will see. Look for the 
Grenade Launcher, the "Chris's Diary" File, and the 
Unicorn Medal. As you attempt to leave the room, the 
fax machine will start up and print out a File called 
"Mail to Chris." Take a moment to read it over. 

Now that you have the Unicorn Medal, make your way 
back to the Main Hall. Note: As you walk back through 
the Hallway With Boarded Windows, Zombies will try 
to grab you through the windows. Use the Unicorn on 
the Center Statue and it will drop the Precinct (Spade) 
Key. Go through the front right door, which leads to 
Reception Area 2. Six Zombies are behind the door, so 
be prepared. Pick up the Green Herb located to the left 
of the vending machines and enter through the big set 
of blue doors. This is the Fan Room. 

Fan Room 

There are five more Zombies here, and one of them is 
playing possum on the right side of the room. Don't let 
him fool you! An Ink Ribbon sits on a table underneath 
the front ceiling fan, and you can find a box of Hand 
Gun Bullets on a dead body in the very back corner of 
the room, in front of the door to the East Staircase. 
Two Green Herbs are outside the door if you need 
them. Walk through the Fan Room to the office area, 
and you'll find a locked safe and a Green Herb hiding 
behind the desk. The combination is 2236 (this is writ¬ 
ten in the 'Police Memorandum" File from Reception 
Area 1). You'll find a case of Acid Rounds and a Map to 
the entire Police Station inside the safe. Now you need 


the S.T.A.R.S. Office. You will see Sherry being 
attacked by a Zombie. After she manages to escape, 
put the Zombie out of his misery. 

Reception Area 3 

Continue forward and open the next door with the 
Precinct (Spade) Key. You will now enter Reception 
Area 3 and meet up with Leon. Watch the movie seg¬ 
ment, then get the box of Hand Gun Bullets out of the 
closet at the end of the hallway behind Leon. Next, use 
your Lockpick on the small desk drawer, located on the 
right side of the room, in front of another door. A case 
of Flame Rounds is inside. 

Library 

Go through the nearby door and walk up the staircase, 
following the balcony around to the left. You will even¬ 
tually fall through the balcony to the floor below. Here 
you will find two things: a box on the wall, and a Power 
Switch that will open a secret pathway back to the 
main area of the room. Walk through the pathway and 
activate the panel on the left-most bookcase. This 
allows you to move the bookcase to the left or to the 
right. Move it and the next bookcase over, both to the 
right. This will cause the box on the wall in the secret 
area to open, revealing a Serpent Stone. Go grab it, 
then exit through the big main doors on the other side 
of the room. 

Follow the Hallway Ledge around to the left, dodging 
the four Zombies, until you reach the Emergency 
Ladder, Activate it to lower a ladder to the first floor of 
the building allowing quick access between these two 
main floors, After you've finished that task, continue 
following the Ledge and enter the Waiting Room. 

Waiting Room 

A File is on the desk, just to the right of the Typewriter. 
You can find a Lighter on the window sill to the right 
side of the desk. An Ink Ribbon is also sitting next to 
the Typewriter. You might want to save. Now that you 
have the Lighter, you can light the fireplace located in 
the Briefing Room on the West side of the first floor. 
Use the ladder to save some time. Once the fireplace 
is lit, the painting above it will open to reveal the other 
Red Jewel. Grab it and make your way back upstairs to 
the Waiting Room. 

Continue on through the next set of doors and kill the 
two Zombies in the Helicopter Hallway. You can't walk 
past the helicopter right now because it is on fire, so 
proceed on to the Bird Hallway. Walk slowly through 
this hallway and shoot each crow as you come upon it. 
Just be sure to check the corpse for a box of Hand Gun 
Bullets as you go by it, and unlock the door to East 


Staircase 2F. One Green Herb is outside on the stair¬ 
case if you need it. When walking past the non-broken 
windows, four birds will come smashing through the 
glass and attack you. Just have your pistol ready and 
aim carefully. You'll be fine. 

City Area {Part 2} 

Keep heading forward and make your way to the 
Helicopter Rooftop. There is nothing really to do here 
yet, so climb down the metal stairs to the side. Run 
past the four Zombies to the Small Work Area. In the 
back area near the desk, you will find a Bow Gun, an 
Ink Ribbon, and the Valve Handle. If you attempt to 
enter the door next to the desk, two Zombies will 
attack you during the regular "load" screen. Have your 
weapon out and be ready. Then again, you'll never 
actually be able to go through this door, so why waste 
your ammo? Just don't open the door. 

Now return to the Helicopter Rooftop and walk behind 
the metal fence. Use the Valve Handle on the water 
pressure valve to extinguish the flaming Helicopter. 
Then walk back around the fence and search for the 
box of Hand Gun Bullets at the front of the wreckage. 

Police Station 

Reenter the Helicopter Hallway and walk past the 
wreckage to the back door. You will hear a scream 
coming from the blocked door to the left. Make sure 
you have the two Red Jewels, and enter the 
unblocked door. You should now be in the Red Jewel 
Statues Room. The Precinct (Diamond) Key is sitting 
on a crate just in front of the left statue. To solve this 
puzzle, place a Red Jewel in each of the two side stat¬ 
ues. The center statue will then open to reveal Blue 
Stone 1. With the Precinct (Diamond) Key in hand, trav¬ 
el back to the West (left) side of the building and go 
down the staircase to the first floor. Walk to the back 
of the right hallway (not the one with the Dark Room in 
it) and enter the Locker Room. 

Locker Room 

Five Zombies are lurking here, so be sure you are 
armed well. A quiver of Bow Gun Bolts is in a locker on 
the locker wall facing the door you came through. You 
can find the Plastic Bomb in the locker directly the left 
of the other door. On the other side of the wall of lock¬ 
ers is a drawer with the Film A inside. 

Exit through the other door and you will find yourself 
back in the room that contains the badly-wounded cop. 
Pick up the nearby Green Herb. The cop is now in the 
office area, and if you approach him he'll turn into a 
Zombie, Take him out, then pick up the Detonator off 
the desk. If you have the Plastic Bomb with you, go 
ahead and combine it with the Detonator. On the other 
side of the room, on the desk in front of the two big 
lockers, you can get the "Memo to Leon" File. A box 
of Hand Gun Bullets is also in one of those two lock¬ 
ers. That's it for this room, so exit to the Main Hall 
through the front door. 

Brown Boarded-Up Hallway 

Now find your way to Reception Area 2 and leave 
through the door at the far back of the room. This takes 
you to the Brown Boarded-Up Hallway, where four 
Zombies are waiting. Run past them if you can, or sim¬ 
ply shoot them. There is a Red Herb here, as well. 
Follow the hallway to the very end and enter the back 
door, located on the right side. This is the Interrogation 
View Room. Look for a box of Hand Gun Bullets. 
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Interrogation Room 

Go back out to the hallway and then enter the gray 
door located to your right. You need the Precinct 
(Diamond) Key to unlock this door. Inside is a Wire and 
the Eagle Stone. Be careful! As soon as you pick up the 
Eagle Stone and attempt to leave, a Licker will burst 
through the two-way mirror and land in front of you. Try 
to run past him, if you can. 


Blowing Up The Helicopter 

Remember the Helicopter Hallway? Go there now, but 
be sure you have the Bomb and Detonator. Use them 
on the blocked doorway to clear a path to Chief Irons' 
Office. This is one of the areas that Claire can access 
and Leon cannot. 


Chief Irons' Office 

Walk up to the Chief's desk and attempt to search it. 
The chair will turn around, and you will come face-to- 
face with Chief Brian Irons. As you can tell by the 
movie segment, he is starting to lose his mind. There 
is nothing to do right now, so exit through the other 
door in this room. Walk through the hallway until you 
reach the Art Display Room. Sherry is in the back area 
of the room, but you will have to turn on the light 
switch to see her. You can also find a File and a First Aid 
Spray. Now head back to Chief Irons' office and get the 
Precinct (Heart) Key off of his desk. He is no longer 
here, but you can find a file sitting on his chair. If you 
look closely at the picture behind the desk, it will open 
to reveal a puzzle. You need to gather all the different 
square stones and put them in the openings. 


That's it for the main floors right now, so it's time to 
head for the first section of the basement level. Leave 
this area and go down the outside East Staircase. Enter 
the Fan Room again, but this time use the Precinct 
(Heart) Key to exit through the locked door. You are 
now in the Circuit Box Hall 2. Take the Wire you found 
in the Interrogation Room and use it on the Circuit Box. 
Metal Shutters will lower, which prevent any Zombies 
from entering this halfway from the outside. Don't for¬ 
get to pick up the Green Herb, then head downstairs to 
Police Station B1. 


Police Station B1 

As soon as you reach the bottom of the stairs, you 
hear the sounds of dogs. Go through the Main Tunnel 
to the "T" intersection and kill the three rabid dogs. 
The best strategy is to keep all the dogs in front of you 
at all times. They tend to growl right before they leap 
at you, so shoot them at that instant. Now head right 
and go through the big doors into the Power 
Room. 


more dogs, one from behind you and one from the 
front. The best thing to do is to run to the end of the 
path and climb down the manhole there. When you 
climb back up to this room later, both of the dogs will 
be in front of you and you can shoot them more easily. 


Under Construction Passageway 

The Under Construction Passageway is at the bot¬ 
tom of the manhole. Enter the door to the left 
(Storeroom R) and save your game. Don't forget to 
pick up the Ink Ribbon near the Typewriter before 
you leave. Once you exit this room you will meet up 
with Sherry. After talking with you, she'll climb 
through an opening in the passageway and land in 
Dead-End, You will now assume control of Sherry. 


Power Room 

There is a Green Herb to your immediate 
left. Run around the center machinery 
and pick up the Map to Police Station 
B1. Then walk over to the Reserve 
Power Control Panel and set the 
switches to the following positions: 
Up, Down, Up, Down, Up. This pow¬ 
ers up the card reader outside of th 
Armory. 


Leave and go through the dirty metal 
door to the Outer Path. You'll find a Red 
Herb sitting on the ground a few steps 
from the door. When you walk forward 
along the path, you'll be jumped by two 


March 
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Sewage Disposal 

Take the elevator up to the Catwalk area. There are two 
dogs here that you will need to dodge as best you can. 
Sherry doesn't have any weapons, so she's basically 
defenseless. Run to the door to the left of the Catwalk 
and enter it. This takes you to the Crate Puzzle room. 
Jump down the stairs to the empty pool area, where 
you will find three wooden crates. Push the left single 
crate against the back wall. Now climb over the two 
crates to the right and push the center one flush 
against the side of the left one. Climb back over the 
crates and push the last right crate against the wall. All 
three crates should now be in a straight line. Climb 
back up to the stairs and activate the sewage control 
panel, which will flood the pool area. The crates will 
then rise, allowing you to walk over to the other section 
of the room where the Precinct (Club) Key is. Exit the 
room once you have the key, but don't forget to pick up 
the map on the way out. It's hanging on the wall, near 
the door. 


Cesspool 

Run past the dogs again to the other door. This leads to 
the Cesspool, where you will find a case of Grenade 
Rounds. After you pick it up, run past the dogs one 
more time and go back down the elevator to the Dead- 
End area. You will regain control of Claire again after the 
movie segment ends. You will also be in possession of 
the Grenade Rounds and the Precinct (Club) Key. That's 
it for this section, so go ahead and return to the Main 
Tunnel of Police Station B1. 


Return to Police Station B1 

A Licker has made its way here now, so be prepared. 
After you dispose of him, use the Precinct (Club) Key 
to enter the Autopsy Room. A Red Card Key is in 
a locker to the far left of the room. Watch out, 
though—as soon as you pick up the Red 
Card Key, five Zombies will come to life 
and attack you! Hopefully you have a 
lot of ammo, because there is no easy 
way to run away. Now that you have 
the Red Card Key, head for the 
Armory. The Card Reader beside the 
door will now let you in. When you 
first enter the room, you will see a 
quiver of Bow Gun Bolts and a box of 
Hand Gun Bullets on the left side of 
the room. On the right is another box of 
Hand Gun Bullets. A Sub Machine Gun 
nd a Side Pack are in the left locker at the 
end of the room, which are two of the 
best items to be found in the Police 
Station. Grab everything, then go back 
upstairs to the Circuit Box Hall 2. 
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Return to Police Station 

Behind the stairs is a door that you need to enter now, 
using the Precinct (Club) Key. Inside are some living 
quarters. In the back sleeping area you'll find a case of 
Acid Rounds and a File. 

. . 

Leave the room and make your way to the Brown 

Boarded-Up Hallway again, where the interrogation 

■ 

rooms were. Enter the green door at the back of the 
hallway using the Precinct (Club) Key. Welcome to the 
Press Room. 

. - . 

Press Room 

There is a Licker in this room, so make quick work of 
him. On the nearby table, pick up Film B and then walk 
to the back area of the room where the furnace is. 

Ignite the furnace with the Lighter and then turn on the 
three wall statues in this order: 12, 13, 11, Once ail 
three statues have been lit in the proper order, the 
Golden Cog wheel will drop from the wall painting. 

Now you're off to the Gear Room, which is located on 
the third floor. On the way ’here, make sure you have 
the Crank with you. 


Gear Room 

Go to the second floor library, which can be easily 
accessed if you take the ladder from the Main Hall. 
There is Licker here, so don't be surprised. Climb up 
the library staircase and enter the room at the top. This 
takes you to the Main Hallway Ledge 3F, where the 
entrance to the Gear Room is located. Another Licker 
awaits you on the way, but you can probably run past 
him without getting hurt. Enter the Gear Room and use 
the Crank on the square opening in the back wall. This 
will lower a wooden staircase that you can take to an 
attic area. Use the Golden Cogwheel on the machinery 
and a door will open up to your right. You will find the \ 
Blue Stone 2 there. Combine it with the Blue Stone 1 
to form the Jaguar Stone. 


Return to Chief Iron's Office 

Remember the painting in Chief Irons' office? 
that's where you need to use the three stones you 
have found. Head there now. Once you enter the 
office, you will run into Sherry again. She will accom¬ 
pany you throughout a majority of the rest of the game. 
Walk up to the painting and use each of the three 
stones on it. Once they are in place, the side wall will 
open up to reveal a secret entrance. Walk through it 
and pick up the File laying on the ground. * 
elevator down to Chief Irons' Secret Room. 


Chief Irons' Secret Room 


On your way down, a movie sequence will 
showing Chief Irons being attacked by a monster. 
Enter the room, where you will find the Chief. 
Another movie sequence will take 


a bit about Umbrella Inc. Sad to say, Chief Irons 

, 

meets his demise before he can finish his speech. 
Look around the room to find a case of Acid Rounds. 
These are probably the best thing to use when you 
go against the upcoming boss. If you haven't 
your game already, now might be a good time, 
you're ready, head down the trapdoor ladder and get 
ready to battle the gruesome parasite that killed 
Chief Irons. 


After you finish off the monster, go back to get Sherry 
and then return. Lower the ladder at the end of the 
metal walkway and climb it to enter the second base¬ 
ment of the sewer area. 
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IT Pressure Data Transmitter to raise Factory area is also hanging on the wall to the left of 

the bridge back up to the higher level, the door. Grab it and then enter the Transport at the far 

end of the room. Run to the back of the room to get 
Alligator Tunnel the Control Panel Key, then come back outside and use 

Once you reach the Alligator Tunnel, run the key on the Control Panel. This will lower the 

forward to the end of it. You will see an Transport to Laboratory B4, Transport Room 2. On your 

unconscious Sherry, then a Giant Alligator will leap way down, Sherry will complain that her stomach hurts 

out of the water and attack you. Its bark is actually and will lose consciousness. You will then hear some 

much worse than its bite, so here is the best way to disturbing sounds from outside the Transport, so go 

beat him. Run back towards the door you came ahead and exit back out through the door. As you walk 

through and find the control panel on the left side of around the Transport, the mutated form of William 

the tunnel. Activate it and a gas cylinder will drop to Birkin will make an appearance and jump down to 

the ground. Take a few steps back and then wait for attack you. The best weapon to use against him is 

the Alligator. When it reaches the cylinder, it will pick probably the Flame Rounds or the Grenade Rounds, 

it up in its mouth. Now, quickly fire off two shots at the Always stay a safe distance from him, as his claws can 

cylinder. It will cause an explosion that will blow off the do quite a bit of damage. As soon as you defeat him, 

top of the Alligator's head. reenter the Transport for another movie segment. 


t room you will 
father, William 
to mutate into a 


enter 


om him. As you escape to the 
erry will be sucked down through the 
i fall into another area of the sewers, 
take control of her again. Go through 
Drway and enter the Warehouse Room. 
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g here for Sherry, so climb through the 
other side of the room. Just be sure to 
ibie as you do this. On the other end of 
jg-infested tunnel, so run quickly to the 
escape through the other air vent. This 
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After that, run back to the end of the tunnel and acti- Laboratory B4 

vate the electric lock on the wall, which opens up the When you first arrive at this area, Claire will automati- 

door. Enter the Garbage Room and find the hidden Ink cally carry Sherry to the nearby Security Room. After a 

Ribbon on the right side of the room. The Wolf Medal touching brief movie, Claire is on her own again, 
is located at the back right of the room. After you've 
picked up those two items, walk up to Sherry and try Security Room 

to talk with her. She will awaken, but it seems she is You can find a Green Herb at the top of the refrigerator, 
not quite herself. Leave the room using the back ladder near the cot where Sherry is resting. A case of Flame 
and reenter the Bridge Room 2F. Follow the metal Rounds is also in the set of lockers at the far end of the 

walkway up to the small room with the corpse. Pick up room. A case of Acid Round is on the table to the ieft 

the Eagle Medal and the "Sewer Manager Diary," and of the lockers . You can find an Ink Ribbon near the 

then exit to the Waterfall Room. Typewriter on the other side of the room, by the door. 




ick up the shiny item on the floor, the Wolf Medal. 

he floor will open and drop Sherry into the Garbage 

■ 

pom. A movie sequence involving William Birkin will 
>en occur, and afterwards you will regain control of 
laire. Continue forward and climb up onto the ledge 
jading to Control Room 1. 




p the two Blue Herbs and then enter the room. 

'ill find a box of Hand Gun Bullets and a File on 

■ 

rge table. In the lockers to the right of the 
/riter you can get a First Aid Spray. An Ink 
n is also beside to the Typewriter. Once you've 
everything the room has to offer, use the 
ick to gain entrance to the lower Warehouse 
. This is another area that Claire can access and 


Stopping the Waterfall £ ll $ 

On the right side of the room next to thjswaterfalbls a 
Clearance Identification . Beyice. Insert r lcmlhef Wolf 
Medal and the Eagle Medal Into The device, arid tre 
waterfall will be also com¬ 

pletely drain out of this ; sewage area. You now have 
access to the Wooden Catwalk. 


Now it's tirhle to fully explore the Umbrella Laboratories 
in order to fine) a cure for Sherry. Exit the Security 
Room anp hgadrtprthyfar left hallway. It leads to the 
Main Shaft, Milhouses jfejflSin,Breaker System 
fbr the whdle^fiiife^ jNote: V\M!o y ouf return to the 
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Transport Room 2, five skinlesslornbiPs will be wait¬ 
ing for you! Take the passageway with the red-colored 
guide lights, and follow it into the Left Passage. You 
need to enter a door at the very end of this room. 


^rehouse Room 


a case of Grenade Rounds and a quiver of 
alts down here. Climb back up the ladder 
de the elevator down to the Elevator 
you walk down the hall towards the next 
p the Map to the Sewer Area that's hang- 
'ail. Now exit to the passage to Giant Fan. 


There is nothing of interest here, so continue on to the 
Sky Tram Room 1. Walk over to the, ride side of the 
Tram and activate the Power Console. Tnis. will let you 
enter the Tram through the doors on the leftsideY*r 


Tentacle Room 

Inside is the Tentacle Room, so named because of the 
tentacles that protrude from the ventilation shaft. Fire 
a Flame Round into the shaft and the tentacles will be 
no more. There is a quiver of Bow Gun Bolts in the 
locker to the right of the door, and a File "Lab Security 
Manual" lies to the right of the flickering computer 
monitor. You can use the computer to turn on the Anti- 
B.O.W. Sprinkler System. Go ahead and do that now. 
On the couch to the left of the beds is another File, 
"UserRegistration." There are also some Blue Herbs 
at the side of the beds, You can use them as many 
times as you need, but you can't take them with you. 
There is nothing else useful here, so climb through the 
ventilation shaft where the tentacles were growing. 


' 


■■TiVr.’fj'r. 1 ’ 


y'[: 


Ride the Tram to Sky Tram » 2. lo your left is a 
Flare Gun, which you can actM§ with your Lighter. A 
flare will be launched, illuminated.the room and reveal- 
ing the location of the Weapon Box Key. Pick it up, then 

exit to the room titled Y-Shaped. Branch 1. 
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There are four Zombies here, sftbe patient and walk 
slowly around the corners of the room. Walk to the erfd 
of left branch and you will find the Spark Shot. The right 
branch contains a door leading to the second Y-Shaped 
Branch room. Four more Zombies are here. At the end 
of this room's right branch you get pick up two Green 
Herbs. At the end of the left branch you'll find ladder 
leading up to the Factory Save Room, which is located 
on the first floor of the Vacant Factory. > T 


Two giant spiders are crawling around here, so be 
extremely careful. They are quite fast and can spit 
venom at you, Go to the left, past the ladder and to the 
other ledge, Pick up the case of Flame Rounds and 
then do your best to kill those spiders. After you finish, 

take the other path that leads to the left and exit 

> 

petal sewer door, 
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aterfall Room 


e in the Waterfall Room, which contains 
nt spiders. Run past them and quickly 
idgeto the next room {Bridge Room FI), 
ed to get poisoned, then use the Blue 
x>m to cure you. They are unlimited, so 
3 to worry about wasting them. As you 
nto the room, Annette Birkin will make 
She'll explain what has happened to 
Villiam, and why he is after Sherry. After 
leave the room. Walk over to the Oil 
§.t| Transmitter and use the Valve Handle on 
the bridge. Walk across the bridge and pick 
Green Herbs, A case of Flame Rounds and 

.—on are near the Typewriter. Before you leave 

he room, use the Valve Handle on the other Oil 


Tentacle Room & fp§§ 

When you first enter this room from the ventilation 
shaft you will encounter two Lickers. It takes two 
grenades to kill each: oneTDon't worry, two cases of 
Grenade Rounds are in the metal closet to the back of 
the room. Grab the Ink Ribbon from the table on your 
way out the door. You wiT now find yourself back in the 
Left Passage. Follow:it back to the Main Shaft Room, 
and then take the; passageway with the blue-colored 
lights. This leads to the Right Passage. Enter the Cold 
Room at the far back of this passage. 
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Vacant Factory IF 

You can get a case of Flame Rounds, ^and,,a : case of 
Grenade Rounds in the back left: comer of this save 

§iy,yr-‘ r, " r ' -■ •"•'•*1* •• • r 

room. A First Aid Spray cart 


jnpheicabinet to 
the left of the door. Go ahead and (save your game 
because another major battle'is coming up soon. 




Transport Room 1 

You can find a hidden box of Hand Gun Bullets in the 
back of this area next to the fallen barrels. A map to 


Cold Room 

A Fuse Case is on a small shelf in the back corner of 


A 











the room. Use it at the middle computer terminal, just 
to the right of the shelf where you found it. it will turn 
into the Main Fuse, which you can now use on the 
Breaker System in the Main Shaft. Also, don't forget to 
grab the hidden First Aid Spray from the shelves oppo¬ 
site the computer terminal. Now return to the Main 
Shaft to use the Main Fuse. This will restore power to 
several of the electronic doors in the building. One of 
the doors is located at the Left Passage, so go there 
now. Activate the shutter door by using the switch on 
the wall next to it. Behind the door are two "plant crea¬ 
tures'' that you can easily kill with the Flame Rounds,. 
You'll also see a doorway leading to the Room With 
Ladder To B5. Head through that doorway and kill the 
single "plant creature," then take the ladder down to 
Laboratory B5. 

Laboratory B5 

Evacuation Gate Room 

When you enter the Evacuation Gate Room from the 
ladder, you will come face-to-face with three Lickers. 
One will drop down from the ceiling, so be prepared. 
Just be patient and let them have it with the Flame 
Rounds. Once you get past the Lickers you will find 
three Green Herbs sitting on the floor in the wide part 
of the room. Pick them up, then go through the other 
open door to the Control Center. The Map to the Lab is 
sitting on the far left of the main control panel, below 
the video screens. There is also an Item Box here if you 
need it. Now continue on to the Area Outside Giant 
Moth Room, and enter the big metal doors that lead to 
the P-4 Laboratory. 


shining on the white table at the back area. Note the 
Vaccine Synthesis Machine in the back corner; you will 
need to use it later in the game. That's it for this room, 
so go back out to the Area Outside Giant Moth Room. 
As soon as you do, Annette will make another appear¬ 
ance, along with William Birkin. As soon as the movie 
sequence is finished, enter the same hallway that 
Annette ran to. You will get a "Vaccine Synthesis" File 
that explains how to make the Antigen that should heal 
Sherry. The evacuation alert siren will begin to sound, 
so everything you do now needs to be finished in a 
hurry. Quickly enter the Giant Moth Room. 


Now you only have one more step to complete the 
vaccine needed to cure Sherry. You have to go back 

down to the P-4 Laboratory, located in the Area 

■ 

Outside Giant Moth Room, and use the Base Vaccine 
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on the Vaccine Synthesis Machine. Note: The second 
time you run through the Evacuation Gate Room on 
the Laboratory B5 level, five more skinless Zombies 
will impede your progress, as well as one more Licker. 
Try to run past them if you can. You should now have 
the complete Vaccine. 


Evacuation 

With Sherry's cure in hand, it's now time to evacuate 
the Umbrella Laboratories. Run to the Evacuation Gate 
Room, which is past the Control Center, and use the 
MO Disk on the Control Panel near the huge door. 
Note: If you have not saved recently, go ahead and use 
the Typewriter located in the Control Center to do so. 
Now follow the pathway behind this door and enter the 
Transport Elevator Room. 


Giant Moth Room 

You will need to use the Lab Card Key on the security 
panel outside the entrance to gain access. Have your 
Flame Rounds ready because a Giant Moth is hanging 
on the wall at the back of the room. After finishing it 
off, blast the nasty critters off of the nearby computer 
and login as "GUEST." The computer will then register 
your fingerprint image. Head back outside and climb 
the outside ladder up to the Laboratory B4 level. As you 
walk past the bank of monitors in the Control Room 
you will spot Leon in one of them. 


Transport Elevator Room 

When you first enter this room, a counter will start 
counting down for five minutes. Hit the button to 
the right of the platform elevator to activate the 
Transport Elevator. When you do, an ugly mutated 
William Birkin will drop down from the ceiling. You 
will have to fight him while you wait for the elevator 
to arrive. He has two different forms, but the first 
form is pretty easy to destroy. His second form is 
more of a pain, as he can jump around and is much 
faster. Just be sure to keep a safe distance away, 
and let him have it with your Fire and Grenade 
Rounds. If you run out of those, resort to using the 
Spark Shot. With some patience and good reflexes, 
you should easily be able to defeat him before the 
timer runs out. As soon as you destroy William, the 
elevator will arrive and you can ride it down to the 
Escape Tmin. Run forward and the final movie 
sequence will take place. Congratulations, you have 
just finished Claire's "A" game! 


Back to Laboratory B4 

Make your way to the Right Passage and open the 
shutter door here. This will reveal another door, but 
don't worry about it right now. Use the Lab Card Key to 
enter the door to the immediate left of the shutter door, 
and make quick work of the five Zombies. Find the 
Vaccine Cartridge on the hospital bed to the left of the 
door. Now turn on the light switch at the left side of the 
room, next to some gas cylinders. Use the Vaccine 
Cartridge on the big V.A.M. machine at the center of 
the room. Next, walk up to the V.A.M. System 
Controller at the back and activate it. The Vaccine 
Cartridge will be turned into a Base Vaccine, and you 
can pick it back up. Also grab the MO Disk that is locat¬ 
ed next to the V.A.M. System Controller. Finally, on 
your way out of the room grab the case of Grenade 
Rounds located on the shelf to the left of the door. 


P-4 Laboratory 

This is actually one really big room split up into three 
different sections. Since the doors between the sec¬ 
tions run on motion sensors, the five Zombies here can 
walk freely from section to section, Be careful! In the 
first small part of the room, you'll find a locker that you 
can use the Weapon Locker Key on. You will be award¬ 
ed with two cases of Grenade Rounds. Look for the 
Lab Card Key in the big section of this room; which is 

Lualhrhmugh: lean a 

City Area (Part 1} 

You start off Leon's "A" game on the left side of the 
destroyed police car. Carefully run past the eight zom¬ 
bies until you reach the Gun Shop. You won't get too 
far into the shop before a non-interactive segment 
starts between you and the shop owner. 
Fortunately, he realizes you are a human and 
not one of a Zombie after his flesh. mllM 


gate, which leads to the Police Station area. Go 
through it and follow the path until you arrive at the 
front doors to the Raccoon City Police Department. 


out your shotgun and stand right in front of the gate. If 
you aim up at the Zombie's heads and fire, you can 
probably take out at least two or three of them. After 
that, continue on to the van at the back of the alley. The 
Zombies will then bust through the fence and come 
after you, but you have plenty of time to collect the box 
of Hand Gun Bullets from the back of the van. Find a 
good position to hold your ground, and blast away at 
the remaining Zombies. Now go through the open 
* gate and walk past the basketball court to the other 
A side. Exit through this gate and you will find your- 
fjl self in an area with a metal walkway (Room 4). 


Police Station 

As soon as you enter the Police Station, walk down the 

front staircase and enter the door at the back left of this 
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Mam Hall. Inside, a wounded cop will give you a Blue 
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Card Key and then force you out of the room. You 
won't be able to reenter this room until later in the 
game. Now that you have the Blue Card Key, use it on 
the computer terminal to unlock the other two doors. 
Go ahead and pick up the Ink Ribbon and the box of 
Gun Bullets near the computer. Now enter Reception 
Area 1, which is located behind the front door on the 
left side of the hall. There is a Item Box here as well as 
a "Police Memorandum" File. As you leave this room 
through the back exit, you will catch a glimpse of a 
Licker. You'll be meeting up with him shortly. 


After the segment ends, explore the 
shop fully. You will find one box of 
Hand Gun Bullets on the shelf behind | 
the main counter, and another one - 
behind the side counter on top of a fm 
crate. After you walk behind the side 
counter and then come back out into 
the open, Zombies will smash 3 
through the front window and kill 
the store owner. Shoot at the 
Zombies, using the counters for cover. 
When the coast is clear, grab the 
Shotgun off the remains of the store 
owner, then head out the back door to 
the Back Alley.As you walk through the 
alley, you should notice some Zombies 
locked behind a fence to your left. Pul! 


J Walk up the stairs, follow the walkway to the 
jother side, and go down the other set of stairs. A 
box of Hand Gun Bullets will be to your right, 
between the two trash cans. Next, climb over 
the dumpster, quickly run past the four zom¬ 
bies, and leave through the gate at the end of the 
alley. There will be four Zombies here, but pay them 
no mind. Simply run past them and board the nearby 
bus. To your left is a duffel bag, which contains a box 
of Hand Gun Bullets. Two Zombies are on board with 
you, so use your pistol to put them to rest. Get off 
the bus at the other end and run past the five 
Zombies outside. You will eventually see another 


You are now in the Circuit Box Hall 1, which contains 
a Circuit Box and a Green Herb. As you walk up to 
the pool of blood on the floor, a Licker will drop down 
and attack you. Aim low with your Shotgun, and fire 
a couple of rounds to finish him off. Continue 
through the wooden door into the Hallway With 
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Go back to the Hallway and head 
right to the room with a Staircase. 

Grab the two Green Herbs sitting in 
front of the door to the Dark Room, and 
then enter that door. There is an Ink Ribbon 
sitting to the left of the Typewriter on the file cabinet 
A File is on the table behind the later in the game. 


Reception Area 3 

Continue forward and open the 
next door with the Precinct 
(Spade) Key. You will now enter 
the Reception Area 3, where 
five Zombies are feasting away 
on a corpse. Since it's really dif¬ 
ficult to run past them, you will 
have to find a safe area and 
shoot them all. Use the Shotgun if you 
have any extra shells. There is a box of 
Hand Gun Bullets at the end of the hallway, 
hidden in the open closet before the board¬ 
ed up door. You can also open the desk 
drawer in this room with the Small Key. 
Inside you will find some Hand Gun 
Parts, which you can combine with 
your regular gun to make it an automatic. 



After you are done here, exit and walk up the nearby 
staircase. Follow the hallway until you see a room with 
three statues in it. To solve this simple puzzle, just push 
the right gray statue onto the left pressure plate, and 
the left brown statue onto of the right pressure plate. 
You will hear a distinct "clicking" sound when the 
statutes are in position. When both of the side statues 
are positioned correctly, the center statue will drop a 
fist-sized Red Jewel. Grab it and exit through the near¬ 
by door. This is the Hallway to the S.T.A.R.S. Office, 
and it contains three Zombies to slow your progress. 
Try to run past them if you can, but the tight corners 
will make it difficult. Enter the S.T.A.R.S. Office, which 
is the next door you will see. Find the First-Aid Spray, a 
Shotgun, the "Chris's Diary" File, and the Unicorn 
§j§g } Medal. After picking up the file and the medal, Claire 

will walk in for a brief cinema scene. 
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Now that you have the Unicorn Medal, make your way 
back to the Main Hall and use it on the Center Statue, 
You will be awarded with a Precinct (Spade) Key. Go 
through the front right door, which leads to Reception 
rea 2. There are six Zombies here, so be prepared, 
up the Green Herb located to the left of the vend¬ 
ing machines, then enter the big set of blue doors, 
This is the Fan Room. Five more Zombies are in here, 
and one of them is playing possum on the right side of 
the room. Don't let him fool you! An Ink Ribbon sits on 
a table underneath the front ceiling fan, and you can 
find a box of Hand Gun Bullets on a dead body in the 
very back corner of the room, in front of the door to 
the East Staircase. Two Green Herbs are outside the 
door. Now walk to the office area. You'll find a locked 
safe and a Green Herb hiding behind the desk. The 
combination is 2236 (this is written in the "Police 




Crisis 




Memorandum" File from Reception Area 1). Inside 
you'll find a case of Shotgun Shells and a Map to the 
entire Police Station. You will now have to return to the 
West side of the Police Station and enter the metal 


door located in Circuit Box Hail 1. This is the Messy 
File Room. 


Library 

Go through the nearby door and walk up the staircase, 
following the balcony around to the left. You will even¬ 
tually fall through the balcony to the floor below. Here 
you will find two things: a box on the wall, and a Power 
Switch that will open a secret pathway back to the 
main area of the room. Walk through the pathway and 
activate the panel on the left-most bookcase. This 
allows you to move the bookcase to the left or to the 
right. Move it and the next bookcase over to the right. 
This will cause the box on the wall in the secret area to 
open and reveal a Bishop Plug. There is also a Red 
Herb sitting on the table to the right of the door under 
the balcony. Go grab it, then exit through the big main 
doors on the other side of the room. 

Follow the Hallway Ledge around, dodging the four 
Zombies, until you reach the ladder box. Activate it and 
a ladder will be lowered to the first floor of the building. 
This allows quick access between these two main 
floors. After you have finished that task, continue fol¬ 
lowing the Ledge around and enter the Waiting Room. 

Waiting Room 

A File is on the desk just to the right of the Typewriter. 
A Small Key can also be found on the window sill to 
the right side of the desk. An Ink Ribbon sitting next to 
the Typewriter. To take a few moments to save. 

Continue on through the next set of doors and kill the 
two Zombies in the Helicopter Hallway. You can't 
walk past the helicopter right now because it's on fire, 
so proceed on to the Bird Hallway. Walk slowly 
through this hallway and shoot each bird as you come 
upon it. Just be sure to check the corpse for a box of 
Hand Gun Bullets as you go by it, and unlock the door 
to East Staircase 2F. One Green Herb is outside on 
the staircase if you need it. When walking past the 
non-broken windows, four birds will come smashing 
through the glass and attack you. Just be ready and 
aim carefully. 



never be able to actually go through this door, so why 
waste your ammo? Just don't open the door! 

Now go back to the Helicopter Rooftop and walk 
behind the metal fence. Use the Valve Handle on the 
water pressure valve to extinguish the flaming 
Helicopter. Walk back around the fence and search for 
the box of Hand Gun Bullets at the front left section of 
the wreckage. 

Police Station 

You are now finished here, so run past those Zombies 
again and reenter the Helicopter Hallway. Walk past 
the helicopter wreckage to the back door. Make sure 
you have the two Red Jewels, then enter the 
unblocked door. You should now be in the Red Jewel 
Statues Room. The Precinct (Diamond) Key is sitting 
on a crate just in front of the left statue. To solve this 
puzzle, place a Red Jewel in each of the two side stat¬ 
ues. The center statue will then open to reveal the King 
Plug. A case of Shotgun Shells is also hidden amongst 
the boxes laying to the left of the door. 

With the Precinct (Diamond) Key in hand, travel back to 
the West (left) side of the building and go down the 
staircase to the first floor. Walk to the back of the right 
hallway (not the one with the Dark Room in it) and 
enter the Locker Room. 

Locker Room 

Five Zombies are crowded in here, so be sure that you 
are armed well. You can find a case of Shotgun Shells 
in a locker on the side of the locker wall facing the door 
you came through. On the other side of the wall of 
lockers is a drawer with Film A inside. 

Exit through the other door, and you will find your¬ 
self back in the room that contains the badly- 
wounded cop. Pick up the nearby Green Herb. The 
cop is now in the office area, and if you approach 
him, he will turn into a Zombie. Kill him and pick up 
the Precinct (Heart) Key off the desk. On the other 
side of the room, on the desk in front of the two big 
lockers, you can get the "Memo to Leon" File. A 
box of Hand Gun Bullets is also in one of those two 
lockers. That's all for this room, so exit to the Main 
Hall through the front door. Note: Once you exit to 
the Main Hall, the front door will remain unlocked so 
you can come and go freely. 

Brown Boarded-Up Hallway 

Find your way to Reception Area 2, and leave through 
the door at the far back of the room. This takes you to 
the Brown Boarded-Up Hallway, where four Zombies 
are waiting for you. Run past them if you can, or sim¬ 
ply shoot them. There is a Red Herb here, as well. 
Follow the hallway to the very end and enter the back 
door, located on the right side. This is the Interrogation 
View Room. The only thing here is a Small Key, which 
you'll find on the table. 







File Room 

Use the Precinct (Spade) Key to gain access to this 
room. You can find a file at the end of the long shelf (on 
the side facing the door) next to the copy machine. An 
Ink Ribbon is in the supply cabinet to the right of the 
door. On the other side of the metal shelf is a steplad- 
der that you need to push forward against the back 
supply cabinet. On the top of the cabinet is a Crank, 
which you'll eventually use in the Gear Room. 
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City Area (Part 2) 

Keep heading forward and make your way to the 
Helicopter Rooftop. There is nothing really to do here 
yet, so climb down the metal stairs to the side. Run 
past the four Zombies to the Small Work Area. In the 
back area near the desk you will find a box of Hand Gun 
Bullets, an Ink Ribbon, and the Valve Handle, if you 
attempt to enter the door next to the desk, two 
Zombies will attack you during the regular load screen. 
Have your weapon out and be ready. Then again, you'll 


Interrogation Room 

Go back out to the hallway and then enter the gray 
door to your right. The Precinct (Diamond) Key is 
needed to unlock this door. The Rook Plug is on the 
shelf at the far end of the room. You'll find a Cord on 
the left side of the table, and a First Aid Spray on the 
right side. Be careful! As soon as you pick up the 
Rook Plug and attempt to leave, a Licker will burst 
through the two-way mirror and land in front of you. 
Try to run past him. 
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re, but you can probably run past him 
) hurt. Go ahead into the Gear Room and 
on the square opening in the back wall, 
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That's it for the main floors right now, so now you need 
to head for the first section of the basement level. 
Leave this area and go down the outside East 
Staircase. Enter the Fan Room again, but this time use 
the Precinct (Heart) Key to exit through the locked 
door. You are now in the Circuit Box Hall 2. Take the 
Wire you found in the Interrogation Room and use it on 
the Circuit Box. Metal Shutters will lower, which will 
prevent any Zombies from entering this hallway from 
the outside. Don't forget to pick up the Green Herb, 
then head downstairs to Police Station B1. 

Police Station B1 

As soon as you arrive at the bottom of the stairs, you 
will hear the sounds of dogs. Go through the Main 
Tunnel to the "T" intersection and kill the three rabid 
dogs. The best strategy is to keep all the dogs in front 
of you at all times. They tend to growl right before they 
leap at you, so shoot them at that instant. Now go right 
and enter the big doors into the Power Room. 

Power Room 

A Green Herb is to your immediate left. Run around the 
center machinery and pick up the Map to Police Station 
B1. Then walk over to the Reserve Power Control 
Panel and set the switches to the following positions: 
Up, Down, Up, Down, Up. This will power up the card 
reader outside of the Armory. 

Leave and go through the dirty metal door to the Outer 
Path. You'll find a Red Herb sitting on the ground a few 
steps from the door. When you walk forward along the 
path, you'll be jumped by two more dogs, one from 
behind you and one from the front. Your best bet is to 
run to the end of the path and climb down the man¬ 
hole. Now, when you climb back up to this room, both 
of the dogs will be in front of you and you can shoot 
them more easily. 

Under Construction Passageway 

The Under Construction Passageway lies under the 
manhole. Enter the door to the left and save your 
game. On your way out, don't forget to pick up the Ink 
Ribbon near the Typewriter. Leon has nothing to do in 
this section—if you were playing as Claire, you would 
have to spend a bit more time down here. Go ahead 
and return to the Main Tunnel of Police Station B1. 

Return to Police Station B1 

Now it's time to enter the Parking Garage at the oppo¬ 
site end of the Main Tunnel. When you first enter this 
room, you will meet Ada Wong. After the brief movie 
sequence occurs, help her push the S.W.A.T. van out 
of the way. You can now access the Cell Block 
Entrance Hallway. fk 

Ceil Block Entrance Hallway m 

Just in front of the metal gate at the end 
of this hall, you'll see a table with a box 
of Hand Gun Bullets sitting on it. Go 
through the metal gate into the actual 
Cell Block. You will find a Green Herb 
and a Blue Herb in the first empty Jm 
cell. Talk to Ben in the last cell. 

Outside his cel! is a shelf with a 
Manhole Opener on it. Grab it and 
enter the other door located in the 
Cell Block Entrance Hallway. This 
leads to the Kennel. When you 
walk past both of the locked-up 
dogs and pick up the Red Herb at the 


end of the hall, the dogs will break loose and come 
after you. To avoid getting stuck in a dangerous situ¬ 
ation, shoot the second dog through its cage before 
you get the Herb. Just don't kill the dog in the first 
cell yet. He'll bust out when you Pick up the Herb. Kill 
him, then go into his cel! to find a Blue Herb. Now 
use the Manhole Opener on the manhole cover to 
get access to the sewers. 

Sewage Disposal 

After you climb down the ladder, run past the two 
Giant Spiders that hang out in this tunnel. You can 
shoot them if you want, but try to save your ammo. 
Climb up the stairs at the end of the tunnel and 
enter the Storeroom L, located to the left of the 
Hallway. There is a Blue Herb here, as well as an 
Item Box and a Typewriter. Go ahead and save your 
game if you have an Ink Ribbon. Exit and enter the 
big metal door to the left of the storeroom. When 
you exit that room you should run across Ada again. 
You will lift her up to a ventilation shaft, and she will 
crawl through to the Cesspool room. You will then 
take control of her. 

Catwalk 

Exit the Cesspool room to the Catwalk. There are two 
dogs here, but you should be able to run past them if 
you are careful. Enter the door on the left, which takes 
you to the Crate Puzzle room. 

Crate Puzzle Room 

Walk down the stairs to the empty pool area, 
where you will find three wooden crates. Push the 
left single crate against the back wall. Climb over 
the two crates to the right and push the center one 
flush against the side of the left one. Now climb 
back over the crates and push the final right crate 
against the wail. All three crates should be in a 
straight line. Climb back up to the stairs and acti¬ 
vate the sewage control panel, which will flood the 
pool area. The crates will then rise, making a bridge 
to the other section of the room. Cross the crates 
and find the Precinct (Club) Key. Once you have the 
key, exit the room, but don't forget to pick up the 
map on the way out—it's hanging on the wall near 
the door. Go back out to the Catwalk and run to the 
other area, where the elevator is. Ride it down to 
the Dead-End and grab the case of Shotgun Shells 
lying on the floor. Now ride the elevator back up to 
the Catwalk and return to the Cesspool room. After 
the movie sequence concludes, you will be in con¬ 
trol of Leon once again. You will also be in posses¬ 
sion of the Shotgun Shells and the Precinct (Club) 
Key. You're finished for now in this section, so go 
ahead and return to the Main Tunnel of Police 
Station B1. 

Two Lickers are lurking here 
now, so be prepared. After 
you've disposed of them, 
use the Precinct (Club) Key 
to enter the enter the 
Autopsy Room. There is a Red 
Card Key in a locker to the far 
left of the room. Watch 
out, though—as soon as 
you pick up the Red Card 
Key, five Zombies will 
come to life and attack you! 
Hopefully you have a lot of 
ammo, because there is 


March 


AAAAAAAAAAAAAAAAAAAAAA 


no easy way to run away. Now 
Card Key, head for the Armory. 

Reader to the side of it 

Armory 

When you first enter the 
Shotgun Shells and a box of 
left of the room. On the 
Gun Bullets. A Sub Me 
in the left locker at the 
of the best items to be 
Make sure you pick up 
the stairs to the Circuit 

Return to Police Station 

Behind the stairs is a door you_, 

Precinct (Club) Key. Inside are some living quarters. In 
the back sleeping area, you can get a Magnum gun and 
the "Watchmen's Diary" File. A case of Shotgun shells 
is also in the lockers near the front table. 

Exit the room and make your way to the Brown 
Boarded-Up Hallway, where the interrogation rooms 
were. Enter the green door at the back of the hallway 
using the Precinct (Club) Key. This is the Press Room. 

Press Room 

Pick up Film B from the nearby table, and then walk tc 
the back area of the room, where the furnace 
the back furnace with the Lighter, then 
three wall statues in this order: 12,13,11. Once you've 
lit all three statues have in the proper order, a ( 
Cogwheel will drop from the wall painting. No' 
must make your way to the Gear Room, which is 
ed on the third floor. On the way 
have the Crank. 

Gear Room 

Go to the second floor 
access if you take the 
is Licker here, so don 
library staircase and enter 
takes you to the Main 
entrance to the Gear 
awaits you here, but 
without getting hurt, 
use the Crank on the sq 
This will lower a wooden 
attic area. Use 
there, and a door 
the Knight Plug 

The door also 
need to slide 
Entrance Hallway. At 
ma of Ada's friend 
After the cinema concludes, 
room. Ben will give you a Fil 
gruesome death. Exit the 
your way back to the 
Manhole entrance you 
head back down there. 

Tunnel once more, and save 
Storeroom L. Load up on some 
you are now heading to fight a 
and reenter the big metal doors, 

H-Shaped Room. 

H-Shaped Room 

You will now need to fight the boss-creature that 
Ben. It will mutate into an enormous slug-like thing and 
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chess plugs on it. Take the Stairs to Sewer 
B1 and you will run into Ada once again. She ; 
will now accompany you for a while. Exit via the sewer 
doors and make your way to the Drainage Room. Two 
Blue Herbs are at the end of the pathway, on a ledge 
that you need to climb up to. Now enter the Control 
I Room 2, 


I leads to the left and exit 
I through the metal sewer 
I door. Note: You won't be 
V able to enter the Bug- 
r Infested Fan Tunnel because 
the ventilation fan is spinning 
too fast. 


branch is a ladder leading up to the Factory Save 
Room, located on the first floor of the Vacant Factory. 


Vacant Factory 1F 

In the back left corner of this save room, you'll find a 
case of Shotgun Shells and a clip of Magnum Bullets. 
A First Aid Spray is in the cabinet to the left of the door, 
and an Ink Ribbon is next to the Typewriter. Go ahead 
and save your game because another major battle is 
coming up soon. 


Wr Waterfall Room 

You will now be in the Waterfall Room, 
which contains two more giant spiders. Run past 
them and quickly climb up the ledge to the next room, 
the Bridge Room FI. If you were poisoned on the way, 
use the Blue Herbs to cure you. They are unlimited, so 
don't worry about wasting them. Walk over to the Oil 
Pressure Data Transmitter and use the Valve Handle on 
it to lower the bridge. Walk across the bridge and pick 
up the two Green Herbs. There is also a case of 
Shotgun Shells and an Ink Ribbon near the Typewriter. 
Before you leave the room, use the Valve Handle on 
the other Oil Pressure Data Transmitter to raise the 
bridge back up to the higher level. 


Transport Room 1 

You can find a hidden box of Hand Gun Bullets in the 
back of this area next to the fallen barrels. There is also 
a map to Factory area hanging on the wall to the left of 
the door. Grab it and enter the Transport at the far end 
of the room. Run to the back of the Transport and get 
the Control Panel Key, then come back outside and use 
the key on the Control Panel. This will lower the 
Transport to Laboratory B4, Transport Room 2. On your 
way down, Ada will be struck down and you will have 
to go outside the moving Transport to check out the 
area. As you walk around the Transport, the mutated 
form of William Birkin will make an appearance and 
jump down to attack you. The best weapon to use 
against him is probably the Custom Shotgun. Always 
stay a safe distance from him, as his claws can cause 
quite a bit of damage. 


Control Room 2 

There is an Ink Ribbon sitting next to the Typewriter on 
a table at the far end of the room (just to the right of 
the Item Box). There is a File ("Sewer Manager Fax") 
on the central table, and a box of Hand Gun Bullets in 
the short brown shelf in the far right corner. You can 
push the large set of lockers that are up against the 
right wall, which will reveal a hidden passageway 
which leads down to a Secret Warehouse. Go ahead 
and take the ladder there. 

Sewer B2 

Secret Warehouse 

To light up the room, use your Lighter on the lamp 
hanging on the wall to your right. You will find a clip 
of Magnum Bullets on the shelf across from the 
entrance. Turn the corner around the shelf to enter 
the second part of the room. There is another lamp 
on the wall to the left, so use your Lighter on that 
one as we 


Alligator Tunnel 

Once you reach the Alligator Tunnel, run forward to the 
end of it, where you'll find Ada. A Giant Alligator will 
leap out of the water and attack you. It looks much 
worse than it actually is, so don't sweat it. Run back 
towards the door you came through and find the con¬ 
trol panel on the left side of the tunnel. Activate it and 
a gas cylinder will drop to the ground. Take a few steps 
back and then wait for the Alligator. When it reaches 
the cylinder, it will pick it up in its mouth. Quickly fire off 
two shots at the cylinder. The tank will explode, blow¬ 
ing off the top of the Alligator's head. 


Laboratory B4 

When you first arrive at this area, Claire will automati 
cally carry Sherry to the nearby Security Room. 


Security Room 

You can find a Green Herb at the top of the refrigerator, 
near the cot that Ada is lying on. There is also a case of 
Shotgun Shells in the set of lockers at the far end of the 
room. A clip of Magnum Bullets is on the table to the 
left of the lockers. On the other side of the room, near 
the door, you can find an ink Ribbon near the Type 
Writer. Exit the Security Room and head to the far left 
hallway. It leads to the Main Shaft, which houses the 
main Breaker System for the whole building. Note: 
When you return to the Transport Room 2, five skinless 
Zombies will be waiting for youLTake the passageway 
Stopping the Waterfall with the red-colored guide lights, and follow it into the 

A Clearance Identification Device is on the right side of Left Passage. There is a door at the very end of this 
the room, next to the waterfall. Insert the. Wolf Medal room that you will need to enter, 
and the Eagle Medal into the device to stop the water¬ 
fall. The water’yyill completely ciraimedt thigi§wfg.a,,. v Tentacle Room v> : / 

area. You now have access to the Wooden Catwalk. Inside is the Tentacle Room, so named because of the 

0 tentacles that profodeTrom the ventilation shaft. Use 

Nothing more is here, so continue on to the Sky Tram the Flamethrower (found in the locker to the right of 

Room 1. Walk over to the ride side of the Tram and act- the door) to take care of the tentacles. There is also a 

vate the Power Console. This will allow you to enter "Lab Security Manual" File to the right of the flickering 

the Tram through the doors on the left side. computer monitor. Use the computer to turn on the 

_ jfflffly Anti-B.O.W. Sprinkler System. You can find another 

File, "User Registration," on the couch to the left of 
the beds. There are also some Blue Herbs at the side 
of the beds, You can use them as many times as you 
need, but you can't take them with you. There is noth¬ 
ing else useful here, so climb through the ventilation 
shaft where the tentacles were growing from. 


On the shelf directly to the right of the 
second lamp you'll find a case of Shotgun Shells. 
There is nothing else here, so proceed back up to the 
Control Room 2. 


After that, run back to the end of the tunnel and acti¬ 
vate the electric lock on the wall, which opens up the 
door. Enter the Garbage Room and pick up the hidden 
Ink Ribbon, located on the right side of the room. 
Watch the cinema, then follow the metal walkway up 
to the small room with the corpse. Pick up the Eagle 
Medal, and the "Sewer Manager Diary," then exit to 
the Waterfall Room. 


Now it's time to take the elevator down to the Elevator 
Hallway. Just don't forget to grab the First-Aid Spray 
from the nearby locker. 


Elevatof Hallway 

When you first enter this room, a mysterious women 
will shoot at you and Ada, wounding Leon. You will 
then assume control of Ada to pursue the woman, As 
you walk down the hall towards the next room, be sure 
to pick up the Map to the Sewer Area hanging on the 
wall, then exit to the Passage to Giant Fan. 


v; 

■ ; 




Passage to Giant Fan 

There are two giant spiders here, so be extremely care¬ 
ful. They are quite fast and can spit venom at you. Just 
run as fast as you can to the left and climb up the lad¬ 
der. You will arrive in the Bug-Infested Fan Tunnel. You 
definitely want to run through here as fast as you can! 
Climb down the ladder on the other side. 


Vacant Factory B1 : 

Ride the Tram to Sky Tram Room 2. To your left is a 
Flare Gun, which you can activate with your Lighter. 
The Gun will launch a Flare that illuminates the room, 
revealing the location of the Weapon Box Key. Pick it 
up, then exit to the room titled Y-Shaped Branch 1. 


Bridge Room 2F 

When you first enter this room as Ada, the mysterious 
Woman you saw earlier will confront you. In the back 
of the room is a ladder that you need to take down to 
the Garbage Room. As soon as you do this, a cinema 
will take place. When it concludes you will once again 
have control of Leon. Run through the Elevator 
Hallway and head to the Passage to Giant Fan. Go to 
the left, past the ladder, to the other ledge. Pick up the 
case of Shotgun Shells and the Wolf Medal. Then do 
your best to kill those spiders. Now take the path that 


There are four Zombies here, so be patient and walk 
slowly around the corners of the room. Walk to the end 
of left branch and you will find the Shotgun Parts. The 
right branch contains a door leading to the second Y- 
Shaped Branch room. You will encounter four more 
Zombies here. At the end of this room's right branch 
you'll find two Green Herbs. At the end of the left 


Tentacle Room 2 

Two Lickers will greet you when you first enter this 
room from the ventilation shaft. Two cases of Shotgun 
Shells are in the metal closet to the back of the room. 
On your way out the door, grab the Ink Ribbon on the 
table. You will now find yourself back in the Left 
Passage. Follow it back to the Main Shaft Room, then 
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take the passageway with the blue-colored lights. This 
leads to the Right Passage. Enter the Cold Room at the 
far back of this passage. 

Cold Room 

A Fuse Case is on a small shelf in the back corner of 
the room. Use it at the middle computer terminal, just 
to the right of the shelf where you found it. It will turn 
into the Main Fuse, which you can use on the Breaker 
System in the Main Shaft. Also, don't forget to grab the 
hidden First Aid Spray from the shelves opposite the 
computer terminal. Now return to the Main Shaft to 
use the Main Fuse. This will restore power to several 
of the electronic doors in the building, one of which is 
located at the Left Passage. Go there now. Use the 
switch on the wall next to the shutter door to activate 
it. Behind the door are two "plant creatures," which 
you can easily kill with the Flamethrower. A doorway 
also leads to the Room with ladder to B5. Head 
through that doorway and kill the single plant creature, 
then take the ladder down to Laboratory B5. 

Laboratory B5 

Evacuation Gate Room 

When you enter the Evacuation Gate Room from the 
ladder, you will come face-to-face with three Lickers. 
One will drop down from the ceiling, so be prepared. 
Just be patient, and let them have it with the 
Flamethrower. Past the Lickers, you will find three 
Green Herbs sitting on the floor in the wide part of the 
room. Pick them up, then go through the other open 
door to the Control Center. The Map to the Lab area is 
sitting on the far left of the main control panel, below 
the video screens. There is also an Item Box here if you 


need it. Now continue on to the Area Outside Giant 
Moth Room, and enter the big metal doors that lead to 
the P-4 Laboratory. 

P-4 Laboratory 

This is actually one really big room split up into three 
different sections. Since the doors between the sec¬ 
tions run on motion sensors, the Zombies here can 
walk freely from section to section. Be careful! In the 
first small part of the room, there is a locker that you 
can use the Weapon Locker Key on. You will be award¬ 
ed with the Magnum Parts. Look for the Lab Card Key 
in the big section of this room—it's shining on the 
white table at the back area. That's it for this room, so 
return to the Area Outside Giant Moth Room. Quickly 
enter the Giant Moth Room. 

Giant Moth Room 

You will need to use the Lab Card Key on the security 
pane! outside the entrance to gain access. Have your 
Flamethrower ready, because there is a Giant Moth 
hanging on the wall at the back of the room. After fin¬ 
ishing it off, blast the nasty critters off of the nearby 
computer and use the user name "GUEST" to login. 
The computer will then register your fingerprint image. 
Head back outside and climb the ladder up to the 
Laboratory B4 level. 

Back to Laboratory B4 

Make your way to the Right Passage and open the 
shutter door. This will reveal another door, but don't 
worry about that right now. Use the Lab Card Key to 
enter the door to the immediate left of the shutter door 
and make quick work of the Zombies you run into. On 


the hospital bed to the left of the door is some First Aid 
Spray. Turn on the light switch on the left side of the 
room, next to some gas cylinders. Grab the MO Disk 
from the second bed around the corner. On your way 
out of this room, grab the clip of Magnum Bullets locat¬ 
ed next to the first bed. 

Evacuation 

It's now time to evacuate the Umbrella Laboratories. 
Run to the Evacuation Gate Room, which is past the 
Control Center. Use the MO Disk on the Control Panel 
near the huge door. Note: If you have not saved recent¬ 
ly, then use the Typewriter located in the Control 
Center to do so. Now follow the pathway behind this 
door and enter the Transport Elevator Room. 

Transport Elevator Room 

When you first enter this room, a counter will start 
counting down for five minutes. Hit the button to the 
right of the platform elevator to activate the Transport 
Elevator. When you do, an ugly mutated William Birkin 
wiil drop down from the ceiling. You will have to fight 
him while you wait for the elevator to arrive. He has 
two different forms, but the first form is pretty easy to 
destroy. His second form is more troublesome, as he 
can jump around and is much faster. Keep a safe dis¬ 
tance away and let him have it with the biggest, bad- 
dest ammo you have left. With some patience and 
good reflexes, you should be able to defeat him before 
the timer runs out. As soon as William is destroyed, 
the elevator will arrive. You can ride it down to the 
Escape Train. Run forward, and the final movie 
sequence will take place. Congratulations, you have 
now finished Leon's "A" game! 



Custom Hand Gun 

ES?. j H&K VP70 Burst. VP70 with a 

fppQpKSfl stock holster. Capable of firing 

three round auto bursts. 

*You get the Custom Hand Gun 
combining the Hand Gun and the Hand Gun Parts. 


Grenade Launcher 

M79 Grenade Launcher. Various 
rounds can be used. The cut 
stock causes more recoil. Made 
in the U.S.A. 


Custom Magnum 

D.E.50A.E. 10 inch. 10 inch bar¬ 
rel is put on to D.E.50A.E. it can 
fire DOT50A.E. rounds more 








Hdu get the Custom Magnum by combining the mmmm _ eh Spark Shot 

Magnum and the Magnum Parts. High v °ltage gun to repel exper- 

imental animals. It uses Spark 
Sub Machine Gun * w j Shot rounds and has a range of 

MAC11. Manufactured by Mili- 10 feet. 

S tary Armament Corp. It uses CA: Vacant Factory Bl, Room 3 
DOT 380 rounds. 

LA: Police Station Bl, Room 8 ppvnpH| Flamethrower 
CA: Police Station Bl, Room 8 Chemical fuel flame—throw- 

mi Iplj er made by Umbrella Inc. 
MHnan| Hand Gun j| The fuel is fed from a small 

j H&K VP70. Manufactured oy cartridge. 


j Remington Ml 1QQ-P. Uses 12 
i gauge rounds. Smaller than a 
W| standard Ml 100 because its 
barrel is cut. 

City Area (Part 1), Room 2, Police Station 2F, Room 3 




Custom Shotgun 

Remington Ml 100. Ml 100 
full size semi-automatic. The 
longer barrel results in more 

concentrated blasts. 

*You get the Custom Shotgun by combining the Shot¬ 
gun and the Shotgun Parts 


Knife 

A combat knife. It is useful 
*You start with the Knife. 



Magnum 



■ Mr* • 

\ 0\.' 

%r MKfi 

, Wi 8 ? 

Desert Eagle 50A.E. 
caliber magnum pistol, 
powerful DOT50A.E. 
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A high- 
It uses 
rounds. 

i> _ ■ i; 

1 V 


AAAAAA A AAAAAAAAAA AAAAAAAAAAAAA AAAAAAAAAAAAAAAAAAAAA AAA AAA A^H 




AAAAAAAAAAAAAAAaAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA F 5 m 13 3 5 A 


1 Y 1 ARCH 

























____ ill 






;;::w; 


ewel 2 


■ ■■ ■ ' 

. : 

.■* r :. , .■ .• 




■■■ 


■‘ ■.".: :■::: : :< 






look at 


;.y->>r-r 


llpi 






■ •: m 




SffiffiSSr*; 


Side Pack 

No description given— 
This item gives you two 
more spots to use for car- 
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rying inventory. 

LA: Police Station B1, 
Room 8 

CA: Police Station B1, 

Room 8 




shotgun. 

LA: Vacant 
Room 3 
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They look 
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magnum. 
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A plug of some sort in tne 
shape of a king. 

LA: Police Station 2F, 




Ink Ribbon 

■.» .•*. 

You can type in \ 
progress with this. 

* Available in all games 
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plug of some sort in the 


Hand Gun Bullets 

- 

9x19 parabelum rounds 

that can be used for either 

. . • ' . . 

the H&K VP70 or 
Browning HP. 


Film A 

;• ' .. 0: : . V' W' VO OVvO' ' V 

I can't tell what's on the 
film until you develop it. 

LA: Police Station 1F, 
Room 16 

CA: Police Station 1F, 

Room 16 




A plug of some sort in a 

+ V 




Shotgun Shells 

Shotgun Shells for the 

■ A a jk m 


Police Station 3F, 
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the film 


A plug of some sort in the 


Magnum Bullets 

DOT50A.E. rounds 


Station 1 F ( 


Room 19 
CA: Police 
Room 19 


Station IF, 


/w:. 
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Desert Eaqle 


Mki: 


"Square Crank" after 
you look at it) 

The end is square-shaped 
LA: Police Station 1F, 


A cord to connect wires on 
small electric devices. 

LA: Police Station IF, 
Room 15 

CA: Police Station 1F, 


Bow Gun Bolts 

Compact iron bolts that can 

. 

be used with a bow gun. 


Unicorn 


Something is engraved on 
the back. "Please guide me 
to the beautiful maiden 
who turned into stone as 


Wolf Medal 

A wolf is etched. 

LA: Sewer B2, Room 3 
CA: Sewer B2, Room 7 


Acid Rounds 

Grenade Acid Rounds. For 
the M79 Grenade 

V ' . 

Launcher. 

*Available in Claire A am 
Claire B. 




LA: Police Station 


Eagle Medal 

An eagle is etched. 

LA: Sewer Bt, Room 4 
CA: Sewer B1, Room 4 


Grenade Rounds 

Grenade-bearing rounds. 
Used for M79 Grenade 


Golden 


Room 19 


fuse Case f 

A case for industrial fuses. 
It's been designed for 
superconductor fuses. 

LA: Laboratory B4, Room 5 
CA: Laboratory B4, Room 5 


Flame Rounds 

Grenade Flame Rounds. For 
the M79 Grenade Launcher. 
*Available in Claire A ant 


Red Jewel 1—(name changes to 


Station 2F, Room 1 
Station 2F, Room 1 
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Vaccine Cartridge 

Used to create the vac 
cine. You need the base 
vaccine first. 

CA: Laboratory B4, 

Room 10 


rfJHyil 


You can restore power 
the lab with this. 

LA: Laboratory B4, Boon 
CA: Laboratory B4, Roor 


r.Lv.i: /.-j 


Room 7 


Room 7 


G-virus 

A purple object in a gel-like 
state. 

Room 4 


Base Vaccine 

Vaccine cartridge 
processed with the 
activator. 

CA: Laboratory B4, 
Room 10 


LA: Police Station 1F f Room 1 
CA: Police Station 1F, Room 1 


LA: Laboratory B4 


Plastic Bomb 

Enough C4 to clear the wall 
but it needs a detonator. 
CA: Police Station 1F, 
Room 16 


Small Key 1 

The key to a desk. 
LA: Police Station 2F, 
Room 7 


Vaccine 

You can save She 
this. 

CA: Laboratory B5 
Room 5 


Detonator 

Its a charge detonator, 
useless by itself. 

CA: Police Station IF, 
Room 2 


Small Key 2 

It looks like the key to a desk 
LA: Police Station 1 F, 
Room 14 


Green Herb 

Special Herbs that grow in 
the Raccoon City Region. 

* Available in all games. 


Bomb & Detonator 

You can clear the wreckage 
away with this. 

*You make the Bomb & 
Detonator by combining the 
Plastic Bomb and the 
Detonator. 


Blue Card Key 

A plastic card. It reads: 
Hole 1F Electronic lock. 

LA: Police Station 1F, Room 2 
CA: Police Station IF, 
Room 2 


Blue Herb 

Special Herbs that grow in 
the Raccoon City Region. 

*Available in all games. 


Lockpick 

A lockpick. You can unlock 
simple locks with this. 

*You start both of Claire's 
games with this. Leon 
never gets it. 


A plastic card. It r 
Weapon Storage. 

LA: Police Station 
Room 7 

CA: Police Station B1 
Room 7 


Red Herb 

Special Herbs that grow in 
the Raccoon City Region. 

* Available in all games. 


Serpent Stone 

A six-inch stone with 
snake etched on the side 
CA: Police Station 2F, 
Room 5 




odd-shaped 


Mixed Herb 

A mixture of two green 
herbs. 

*Avaitable in all games. 


key ring... 

LA: Vacant Factory B1 

■ 

Room 2 

- 


Blue Stone 1 

Half of an animal 


CA: Vacant Factory B1, Room 2 




First Aid Spray 

This will completely restore 
myvitaiity 

* Available in all games 




CA: Police Station 2F, 


It looks like a 


Room 12 


■ 




Blue Stone 2 

Half of an animal is etched 
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Eggs? 
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MO Disc 


Police Station 3F, 




Room 2 




Precinct (Diamond) Key 

It's in a shape of a diamond 

:lAi-Poiie^ 

Room 12 
CA: Police 
Room 12 




Room 10 


A six-inch stone with a 
Jaguar etched. 

*You get this by combining 
the two Blue Stones. 


Room 10 


Station 


{name changes to 


Eagle Stone 

A six-inch stone with 


Precinct (Heart) Key 

It's in a shape of a heart 
LA: Police Station 1 F, 
Room 2 

CA: Police Station 2F, 
Room 13 


A control panel key. The let 
ter "D" is etched. 

LA: Vacant Factory 1F, 
Room 3 


CA: Police Station 1F, 
Room 15 


CA: Vacant Factory 1F, Room 3 
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when you are fooling around, as using them during an 
actual game will deduct major points from your end 
score. This causes your overall rank to go down. 
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So, you have played through the game using both Leon 
and Claire, but you're still looking for more things to do? 
Look no further. Resident Evi! 2 has two whole new 
games waiting for you! Here's how it works. 

Each character has two set of games, an A and a B 
game. When you finish one character's A game, you 
open up the other character's B game. So beating 
Leon's A game will open up Claire B, and beating 
Claire's A game will open up Leon B. That means you 
will have played through the game four times before 
you have truly solved it. 

So what differences are there between the A and B 
games? Most of the rooms that you visit are the same, 
but the placement and quantity of the enemies and 
items are quite different. During an A game, one room 
might only have three Zombies, but in a B game, the 
room might contain six Zombies! Also, remember how 
you started the game standing to the left of the crashed 
tanker truck for both A games? Well, in the B games, 
your character starts out on the opposite side. This new 
path through the city streets is much shorter than the 
original one, but you will now enter the Police Station 
through the second floor door instead of through the 
main door. 

The only other major differences about the B games is 
that the storyline changes slightly, and you will get to 
see a few more FMV segments. For example, in 
Leon's B game, you meet up with Ada in much the 
same way as you did in his A game, but your final fate 
together ends up quite differently. What happens? 
Well, That's a question whose answer you are just 
going to have to find out for yourself. 
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One of the coolest extras of the first Resident Evil was 
the bonus weapons you could earn if you played 
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through the game fast enough. Not only were they 
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powerful, they also had unlimited ammo. You could 
then simply fly through the mansion, easily blowing up 
everything that got in your way. 

; ■ , , - 1 - . 

Well, the weapons are back, but it is now a little bit 
harder to get them. At the end of the game you will be 
evaluated on your overall performance. The game will 
score you on several key factors, such as the total time 
it took you to finish the game and how many saves you 
used up. If you get an overall rating of B or better, then 
you will be given a Rocket Launcher. When you start up 
the next game, simply find an Item Box and look inside. 
Your bonus weapon will be there. 
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Once you have earned the Rocket Launcher (normally 
during an A game), play through a B game and get 
another score of B or higher. You will then receive the 
Sub Machine Gun and the Gatling Gun! You can now 
run through the police station and really cause some 
damage. However, you should only use these guns 


Finding the 
Alternate Costumes 

Yes, it is true. You can actually change into alternate 
costumes, just like in the first Resident Evil. To do it, 
you will need to first beat a character's B game and get 
a high rating such as an A or a B. At the very end of the 
game, you will see a screen come up that shows you 
the alleyway outside of the Police Station, and a char¬ 
acter you have never seen before. It is, in fact, a special 
kind of Zombie. A message will also pop-up that tells 
you to make your way to the Police Station without 
up any items. 


So what you have to do is start up the next game and 
make it all the way to the Police Station without picking 
up a single item—no ammo, no herbs, nothing. Just be 
really conservative with the ammo and try to avoid the 
Zombies as best you can. When you get to the area 
outside of the Police Station, check the alleyway to 
make sure that the special Zombie is there. You now 
need to go inside the station, find an Item Box, and 
grab one of those nifty Bonus Weapons with unlimited 
ammo. Then go back outside to the alley and blast 
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away at the Zombie. He is extremely difficult to kill, but 
keep up the barrage. Eventually he will fall. As soon as 
you are sure that he is dead, check his body and you 
will find a "Special Key." Take the key to the Dark 
Room where you developed the different films. To the 
left of the door are a set of lockers. Unlock them with 
the key you got from the Super Zombie and you 
have access to the new costumes. 

Note: Claire only gets one costume, Leon gets two. 




The more you play Resident Evil 2, the more it just 
keeps on giving and giving! If you manage to beat both 
a character's A and B games and get an A rating on 
both, then you will be awarded with an extremely neat 
surprise. You get to play as a completely new character 
by the name of "Hunk." He is a member of the 
Umbrella S.W.A.T. team that was assigned to get back 
the G-Virus, When you play as him, your goal is to make 
your way back to the Helicopter Rooftop from the 
Stairs to Sewer B1. But trust us when we say this is far 
from easy. Every room has countless enemies, and you 
only get two herb mixtures to heal yourself. Luckily, 
hunk is armed with the Pistol, Shotgun, and the 
Magnum, which should help out a little. Good luck, you 
will certainly need it. 

There is one other character that you can play as in 
Resident Evi! 2, but he is a bit harder to find, Probably 
one of the most bizarre characters you will ever see in a 
game, Tofu is the last 


secret to be found in 
Resident Evil 2. In 
order to get him, you 
have to play through 
the game six different 
times and earn the 
rest of the secret 
items such as the 
weapons, costumes, 
and Hunk. After you 
play though the six 
times and save, a 
new screen will 
appear saying that 
you can now play as 
Tofu. What's funny 
about Tofu is thatjhe| 
is, in fact, a big block of tofu. His mission is the same as 
Hunk's so you will have to try to make it past tons of 
monsters and get to the Helicopter Rooftop. The only 
problem is that Tofu doesn't get all that extra firepower 
that Hunk does. He only has a knife and a few herbs to 
help him out, so you can imagine that making it through 
the Police Station is going to be quite a chore. After you 
have earned Tofu, you can pat yourself on the 
back, as you have now seen pretty much 
everything that Resident Evil 2 has to offer. 
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the deepest fighters to pass 
e in quite sometime. Besides 
ere is also quite a lot of strat- 
:ome a successful fighter. In 
luded every move for every 
lies as well. We'll also show 


Japanese version, and some 
change in the U.S. release. 


loody Roar is one of 
through the PSM office in i 
the insane amount of moves 
egy that you must learn to 
this guide, we've not only incl 
character, but also quite a few useful strategies as well, 
you how to unlock some of the cooler 
Note: This strategy was written from 
things, like the characters' names, may 


Moves List 

CommoN moves 

The characters in Bloody Roar ail have many moves in 
common. The air attacks are particularly necessary to 
master to help prevent being juggled. 

Basic Maneuvers 

Dash Forward.... 4 , 4 

Run. 4 , Hold 4 

Dash Backward..♦, * 

Low Crouch... 4 , Hold 4 

Throw (opponent standing).. □ + X 

Throw (opponent crouching).* + □ + X 

Land on Feet if Knocked into Air. □ + X (in air) 

Jump on Opponent (beast).....♦ + D/X/O 

Hit Opponent on Ground....> + D/X/O 

Air Attacks 

Overhead Slam (in air). 4 + □/<■ + □ 

Kick and Backward Roll (in air).* + X 

Back Kick and Forward Roll (in air)... 4 + X 

Low Punch (just before landing) . 4 + D 

Foot Sweep (just before landing) . 4 + X 


Moves 

High Jab...... □ 

Mid Slash. 4 + □ 

Upward Mid Slash....* + □ 

Low Punch. 4 + □ 

Double Low Slash...* + □ 

Turning Upward Slash.* + D 

High Kick..... X 

Power High Kick. 4 + X 

Mid Kick. » + X 


Low Kick. 4 + X 

Foot Sweep. * + X 

Spinning Roundhouse Kick. 4 + X 

Flip Kick. t + x 

Cartwheel Kick...* + X 


Beast Mode 

Mid Kick. 

Lunging Jab .. 

Low Swipe. 

Low Backhand Swipe... 

Sacrifice kick.. 

Turning Backhand Slash 


While Facing Away 

Turning Punch. □ 

Turning Low Punch.. 4 + □ 

Smash Kick. X 

Reverse Foot Sweep . 4 + X 

Turning Overhead Smash.. O 

Sweep ...,.. 4 + O 


Special Moves 

Triple Strike. 

Power Strike.... 

Rising Kick. 

Backspin Kick... 
Charging Slash. 
Roll Back . 


. 4 v 4 + □ 

. 4 * 4 + □ 

. 4 » 4 + X 

. 4 * 4 + X 

. 4 * 4 +0 

. 4 * 4 +0 

Pounce (After Rolling).. O 

Rushing Attacks 

Running Backhand Slash...Running + □ 

Running Flip Kick....Running + X 

Flying Headbutt.Running + 0 

Lunge Punch.. 4 , 4 + □ 

Rising Knee. 4 , 4 + X 

Rolling Foot Slam. 4 , 4 + O 

Backwards Handspring Kick. 4 , 4 + 0 

Long 


Moves 

High Punch.. 

Reverse High Punch 
Spinning Low I 
Low Punch.... 

Lower Uppercut. 

Power Doubl 
Jumping Head Jab 
Back Leg High Kick 
Jumping Roundhouse 

Mid Kick.. 

Low Kick... 

Foot Sweep.. 

Spinning Crescent Kick .. 

Jumping Reverse Roundhouse Kick 

Beast Mode 

High Slash.. 

Reverse Leg Siam 
Two-Handed Foot i 

Low Swipe. 

Reverse Leg Sweep 

Reverse Kick-Up. 

Flip Kick. 


While Facing Away 

Turning Elbow... 

Spinning Punch. 

Spinning Roundhouse Kick 

Reverse Sweep.... 

Shoulder Slam . 

Low Slash .. 


Special Moves 

Jump Forward Punch 

Power Elbow. 

Jumping Double Kick. 

Head Stomp... 

Pouncing Throw . 

Earthquake Stomp. 


Rushing Attacks 

Charging Punch. Running + 

Flying Kick.Running + X 

Flying Somersault Roll.Running + 

Elbow Dash. 4 , 4 + C 

Step-In Sweep. 4 , 4 + X 

Lunging Uppercut Slash... 4 , 4 + 

Flip Back Shoulder Charge. 4 , 4 + 


&RKLFRYU 

Moves 

High Punch. 

Spinning Backhand Swipe 

Swirl Punch. 

Low Punch. 

Low Slash... 

Backhand Slash. 


March 
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High Kick. 

Knee... 

Mid Roundhouse Kick....... 

Low Kick.. 

Foot Sweep... 

Reverse Roundhouse kick 
Drop Kick..... 


Low Slash... 

Lifting Attack. 

Low Kick-Out. 

Spinning Backhand Swipe 
Flip Kick .... 




While Facing Away 

Turning High Punch.. 

Turning Low Punch. 

Turn Around Kick . 

Foot Sweep. 

Turning Claw. 

Rising Handspring Kick 
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Beast Mode 

Swipe. 

Stab.... 

Double-Claw Swipe.. 

Low Slash......... 

Leg Sweep___ 

Reverse Roundhouse Kick 
Flip Kick... 


.. 
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Low Kick 


Special Moves 

Charging Elbow.... 

Power Uppercut. 

Jumping Knee. 

Back Flip Kick... 

Rip Up Opponent's Face 
Jump Back. 


Side Thrust Kick 


111 ! 


While Facing Away 

Spinning Backhand... 

Low Punch... 

Back Kick .. 

Foot Sweep.. 

Reverse Drop Kick... 
Low Slash. 




Lunge Punch 




Overhand Slash 
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Special Moves 

Double Hit and Toss 

Power Punch. 

Double Axe Kick. 

Power Triple Kick.... 

Neck Rip... 

Uppercut Slash . 






Low Punch 






■ 


Rushing Attacks 

Running Tackle.... 

Rushing Slide. 

Running Dive.. 

Shoulder Charge. 

Rising Knee. 

Headbutt.... 

Double Smash.... 


1111 ®® 
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Running 

Running 

Running 


Special Moves 

Air Throw . 

Powered Palm Strike 


■P/P: 




Rushing Attacks 

Charging Shoulder_ 

Running Slide. 

Somersault Kick. 

Jumping Uppercut. 

Knee Attack. 

Smash... 

Spin Around Low Slash 


Running + □ 
Running + X 
Running + 0 
.* + + □ 


I m paler Throw 
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Running + □ 
Running + X 
Running + O 

..... 4 f 4 + lJ 

4 + X 

4 4 .f Q 

4 4+ O 
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Double Palm 
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Moves 

High Punch. 

Hard Punch.... 
Mid Punch. 

t Low Jab. 

1 

y Mid Backhand 
Double Pound 
Jumping Strike. 

High Kick. 

Hop Kick. 

Low Kick. 

Shin Kick.. 

Low Kick ......... 

Mule Kick. 

Jumping Kick ... 


•■V . . 
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Axe Kick 


Low Kick 


Moves 

High Punch. 

Elbow... 

Mid Punch.. 

Low Punch. 

Backhand Punch 
Spinning Elbow. 
Jumping Chop .. 


r O 
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Beast Mode 
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Beast Mode 

Face Swipe... 

Backhand... 

Two Fisted Hammer Swipe 

Low Swipe.. 

Double Fist....,.. 

Face Slap .. 

Double Lifter... 



4 + ( 




While Facing Away 

Face Strike. 

Low Punch.. 

Turning Crescent Kick 

Foot Sweep .. 

Spinning Backhand ... 
Low Power Punch ... 


. □ 

4 + □ 

. X 

4 + X 



Special Moves 

Spinning Throw........4 * 4 + 

Wind Up Punch 

(keep hitting Z to charge).4 * «■ + □ 

Bear Hug Throw.4 * 4 + x 

Power Kick.4 * 4 + x 

Grab and Triple Slam Throw.4 * 4 + 

Hair Throw. .4 * 4 + Q 


Rushing Attacks 

Floor Dive...Running + □ 

Flying Drop Kick..Running + X 

Running Stomach Slam..Running + 0 

Down Punch.4 f 4 + □ 

Jump Kick...4 ( 4 + x 

Gut Punch. .......4, 4+o 

Back Flop.4+o 


miTBUKD 

Moves 

High Punch. 

Uppercut.... 

Juggling Upward Punch.... 

Low Punch. 

Overhead Smash. 

Double-Fist Slam. 

Jumping Double-Fist Slam 

High Kick. 

Knee. 

Shin Kick. 

Low Kick... 

Double Squat Kick... 

Back Kick. 

Drop Kick. 


. □ 

4 + □ 

» + □ 
4 + □ 

* +□ 
4 + □ 
4 + □ 

. X 

4 + X 
* + X 
4 + X 
K + X 
4 + X 
4 + X 


Beast Mode 

Headbutt. O 

Stepping Headbutt... 4 + o 




Shin Kick...+ X 

Low Kick ...........4 + X 

Turning Leg Kick.* + X 

Reverse Roundhouse Kick..4 + x 

Rising Kick ...4 + x 

Beast Mode 

Forward Punch. O 

Jumping Elbow...4+0 

Low Sacrifice Kick....* + O 

Low Punch ..4+0 

Turning Low Kick.,.* + 

Face Stomp.. 4 + 

Forward Flip Kick. 4 + j 

While Facing Away 

Face punch.. ..□ 

Low Punch ..4 + □ 

Roundhouse.. X 

Foot Sweep ..4 + x 

Stomp Kick. ..O 

Low Swipe . ...4 + Q 


Special Moves 


Rising Spin Attack. 

. 4*4 + n 

Power Mid Forearm Attack. 

. 4*4 +□ 

Handstand Flip Kick. 

. 4*4 + X 

Flip Kick. 

. +*«■ + x 

Chest Bounce. 

. 4*4 +0 

Super Flip kick. 

.*•««■ + c 

Rushing Attacks 


Shoulder Slam. 

.Running + □ 

Slide Attack. 

.Running + X 

Running-up Flip Kick. 

.Running + 0 

Rushing Low Punch. 

. 4, 4 + H 

Rushing Knee. 

.■*, ♦ + X 

Rising Kick. 

. 4 ( 4 +Q 

Retreats and Waits (Hit 0 to uppercut)., 

. 4 ( 4 + O 


Horn Lift.. * + O 

Shoulder Lift..4 + q 

Low Charge... ....*+ 0 

Charging Headbutt. 4 + 

Charge Lift..4 + o 


While Facing Away 

Backhand Lift. Z 

Low Punch...4 + 

Jump Back Attack.. X 

Foot Sweep....4 + x 

Stomp Kick. 0 

Low swipe.4+o 


Special Moves 

Choke Slam... 4 *4+0 

Power Slash... 4 * 4 + □ 

Frankensteiner. 4 * 4 + x 

Earthquake Stomp. 4 * 4 + x 

Horn Carry. *4+0 

Head Butt 

(press O more for repeated hits) .... * * 4 + 0 


Rushing Attacks 

Shoulder Charge.. Running + Z 

Running Drop Kick. Running + X 

Diving Headbutt.Running + 0 

Spinning Punch. 4 ( 4 + ; 

Forward Kick.4, 4 + x 

Headbutt. 4 ( 4+0 

Lifting Headbutt. 4 ( 4+0 


Moves 

High Punch.. Z 

Strong Mid Slash. 4 + _ 

Mid Punch .. * 4* Z 

Low Punch.4 + □ 

Spinning Leg Punch.....* + Z 

Mid Punch. 4 + □ 

Jumping Head Attack. 4 + n 

High Kick. X 

Forward Flip Kick....... 4 + X 



■ 


Big Head Mode 

Hold L2 as you select your character 
to enable Big Head Mode. 




Kid Mode 

Hold R2 as you select your character 
to enable Kid Mode. 


Infinite Replays 

Hold down SELECT during the final 
knockdown to get more replays. This 
is good for serious trash talking. 


Nothing adds to a fighter like being able to 
make your character super-defarmed. 


The strangest thing about Big Head Mode 
is Long's resemblance to John Travolta. 



You can watch your opponent die as many 
times as you like with the Infinite Replay 
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moves in Bloody Roar will knock your opponent into the air. See vvhat you can do to your opponents before they get a chance to recover. 





...And in the interest of closure, finish him off on 
way down with another combo! 


The best place to start a juggle is up against 
First, do a couple of lead-in moves... 


...Then get serious and knock 
into the air with a power move 




The Beast Rave 

When you're in Beast Mode, hit 


, mym 

• : . 


*2jr.it 


to enter beastfravei 
mode. This makes you even faster, and most of your 
moves wilt have dramatically reduced recovery time. 
The only downside is that it will slowly reduce your 
beast meter. 
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The Reversal 

Technically, Bloody Roar doesn't have reversals, but 
there is an effective way to counter an opponent. 
When the opponent attacks, hit + immediately. Your 


unsuspecting aggressor. 


...But the ability to execute even longer combos is 
worth the risk! 


a second or two 


Under the options menu are the bonus modes. Each time you complete a certain in-game goal 


a new feature is 


How To Release 


Feature 


Feature 




Vitality Recover 
Small Stage. 


.Finish with Bakuryu 

.Finish with Greg 

.Get past 10 in Survival Mode 

.Finish game on level four with all 

characters 
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.Finish with Alice on level six difficulty 
without continues 
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Step to the side of on opponent's attack, then pummel 
him with one of your own. 

—---- -- 


Afterimage Mode 
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You con change the camera so it's direct¬ 
ly behind either you or your opponent* 


A Without the walls, the arena becomes a 
tot more dangerous. 


A Afterimage mode looks kind of funky 
and it's almost impossible to play in. 


▲ After you accomplish each goal, another 
option is unlocked. 
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Face it—you're a Code Junkie. You need 



and you want 'em now. Don't worry, our 


iplere monthly source for all 
and coolesr playsrarion che 
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PSM and your supply will never go dry. 



Character's Taunts 






UPOWER UPS 


-1-: 


X COMBINE 
j A USE 


Taunts add a lot of attitude to any fighter, and Marvel 
Superheroes' taunts are no exception. Anytime during 
a match, press +, SELECT and your character will 


Hidden in the game is a series of blooper outtakes from the game's cinemas. This is actually the most entertain- 

are 


a versus game so you can humiliate your friends 


move that will hurt the BUM is the Polar Blast. You need to use the Polar Blast, recharge with an urn, and then 
repeat until the BUM is dead. It takes five hits, so you'll need at least four urns. Because of this, be careful not to 
use any of the urns you get after the Earth level. After you beat the BUM, exit through the portal. After the cred¬ 
its, you will get to see the extra blooper movies. 


vn n 
URN 
SHIELD 


You need at least four urns before you can 
attempt to beat the final BUM. 


A Quan Chi looks a lot friendlier when A Sub Zero gets his lines right, 

he's laughing at his botched line! and then drops the girl. 


KSA‘S CRYSTAL 


tHtS CRYSTAL 
CAN ALLOW 1TG 
USER ACCESS 
TO QUAK CHPS 





A The taunts add a lot of personality. Hulk say, "Let's Rock! 


Fill Inventory with Urns 

If you don't have enough urns at the last level, enter 
the password NXCVS2 to fill your inventory. 


Skip to the Last Level 


lOjExtra Lives 

This code is out there 
already, but if you 
haven't heard about it 
then you may find it 
helpful. Find the cute 
barking bear in the sec¬ 
ond warp room and pro¬ 
ceed to jump on him 
over and over again. 
After jumping on his 


POLAR BLAST 

TOWARDS, 
ft WAY. AWAY 
HIGH PUNCH 


WITHIN THE BL 
RADIUS. 
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A Yeah, so he's lovable, but if 
you jump on his head over 
and over again (which isn't a 
very nice thing to do) you will 
get 10 extra lives. 
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A Type in the password on this screen to get all the 


A After entering I 
wilt be available 


1,000 Lives 

Now you can essentially live forever 
lives, enter the password GTTBHR. 


on the last level 


gTedits 

If you want to see the ending credits sans bloopers 
just enter in the password CRVDTS. 
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< After 
entering the 
1,000 lives 
password, 
the screen 
will say 
you have 
nine lives, 
but the 
number will 
never go 
down. 




I t, I--I I mi l - 1 . 1 1 II H ill I II , 


, ’ ' "i 




A Enter CRVDTS into the password screen and see the 
names of the evil souls who are responsible for the tor 
ture that is AIK Mythologies. 


You'll be jumping for a while, but we swear you wilt get 
those lives! You can only do this once, so make it count! 




EXPERIENCE POINTS 
MAX PTS CURRENT LEVEL 


20 DO U 
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Buckets O' Micro Codes 

Micro Machines is pure fun. With the following codes, 
it will be even harder to put down! 


Gamepiay Codes 

Enter the following codes after pausing the game. You 
will hear a sound when you enter them correctly. 

Opponents Are Slower: 0 , , □, X, O, t, □, X. 
Camera Behind Car: «\ □, O, «*, + , □, C. 



< For those of you 
who have a hard 
time with the top- 
down perspective/ 
the camera code 
is very helpful. It 
enables a more 
traditional racing 
perspective. 


Change Cars Into Objects: +, +, ♦, ♦, *, «\ ♦. 



Alternate Outfits for Cindy and Irin 



Enter the outfits code on this screen after highlighting 
the Competition option. 
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eed a little extra help on a 

■ 

people who made it. For your convenience, 
we've gathered the following list of tip lines for 
PlayStation game publishers. Most of the numbers are • 
900 toll calls, so be warned—they will cost you. If you 
are under 18, you should get permission from whoever 


pays the phone bill before calling. Also, we don't main¬ 
tain these lines, so we aren't responsible for the infor¬ 


mation available on them. 


Acclaim 
Accolade 
Activision 
American Technos 


(516) 759-7800 
(900) 454-HINT 
(900) 680-HINT 



With the 
Change Cars 
code you can 
drive all kinds 
of objects, like 
the orange 
juice carton. 
Continue to 
enter the code, 
and each time 
you do you 
will get anoth¬ 
er object to 
drive. Funny, 
but useless. 


Thanks to Jesse Moorefield from Knoxville, Tennessee 
for discovering the elusive code that enables some 
extra outfits for both of the female characters. We've 
been looking for this code for awhile now. We had a 
similar code for the Japanese version and knew that 
the outfits had to be in the American version, as well 
To get the outfits, go to the Main Menu and high¬ 
light Competition. Now press *, R1, ♦ , R1, +, R2, ♦, 
R2, ♦, R1, +, + , R2. The announcer will say "Here 

we go!" each time you press R1 or R2. The new uni¬ 
forms are available in every mode except Competition. 


ASC Games 

(203) 655-0032 

Ascii 

(900) 288-2724 

Atlus Software 

(714) 852-2351 

Bandai 

(310) 926-0947 

BMG 

(415) 330-0600 

Capcom 

(900) 680-2583 

Crystal Dynamics 

(900) 7374767 

Data East 

(900) 454-5435 

Eidos 

(900) 773-4367 

Electronic Arts 

(900) 2884468 

Fox Interactive 

(900) 225-5436 



(714) 553-6655 
(847)215-1811 
(415) 348-0500 
(900) 370-HiNT 
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(408) 453-9828 
(310) 787-2900 
(900) 370-HINT 


(900) 288-GAME 
(303) 739-4019 
(900) 288-4744 
(714) 955-9592 
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Double Speed: □, X, O, □, A, X, X, X, X. 

Bouncy Mode: □, ♦ , ♦ , ♦, «\ + , *. 


> In Bouncy Mode, your 
car will jump really high 
whenever you press the 
jump button. 




.1 


▲ Enter the nine lives 
code on this screen, then 
start the race. 
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Nine Lives 

Start a new one-player Chal¬ 
lenge Game and enter 
CATLIVES as your name. 
You'll get nine lives instead of 
three when the game starts. 


Track Select for Multiplayer Mode 

Choose the multiplayer mode, and enter GIMMEALL 
when you have to input your name. You will then be 
able to go to any track. 


Js* Now 
you can 
challenge 
your 

friends on 
any of 
the 

game's 

tracks! 




A Why someone would snowboard in some skimpy 
leather bondage outfit is beyond us, but you can't say it's 
not entertaining. She also has a sexy leotard outfit that 
makes her look like some kind of dancer. 


GT Interactive 
Hot-B 
Interplay 
Jaleco 




Kokopeli 
Konami 
Lucas Arts 
Maxis 
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Inn's new outfits are all schoolgirl uniforms. There are 
three styles though, each a different color. 
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Technos 

Tecmo 

THQ 

Time Warn 
imark 
bi Soft 
US Gold 
Viacom 
Virgin 
VR Sports 
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FOOT Booster Unit 


In the mission where you have 
to guard the entrance to the 
secret factory, go to the far 
northeast corner. At the edge of 
the mission area, you will find 
the part lying next to a small box. 


-----_ 
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The last hidden AC part is in the 
mission where you are attacking the 
entrance to the secret factory. It's 
located in the far southwest corner 
at the edge of the mission area, 
next to a small box. 
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Play the Same Character in Two-Player Mode 

The fun never stops coming from this game, especially 
now that you can play the same character in multiplay¬ 
er mode! Thanks to our loyal fan Nathan Long who sent 
us this wacky little trick. 

To get this trick to work, both players must choose 
a different character, leaving the character that you both 
want to piay un-chosen. For example, if you want to 
play as the Human Torch, neither of you should select 
him. During gamepiay, have player one press START to 
pause, then SELECT. Choose the Change Character 
option and select the desired character (Human Torch). 
When you return to the game, player two must imme¬ 
diately do the 
exact same thing. 

The character's 
picture (Human 
Torch) should still 

will 


mi 
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Rress START then SELECT during 

gamepiay to get to this screen. 

£ Y 


Player one must 
choose the desired 
character from this 
screen and then return 
to the game. Player 
two must immediately 
to the same. If done 
quickly enough, the 
same character icon 
will still be selectable. 


► Oh boy! It's dou 
ble the torture 
when you and 
your friends can 
play as the same 
lousy character. 


Cracker Jack's Aluminum Bat 

This code is only cosmetic and only affects one char¬ 
acter, but it's still cool, it shows the depth of this fight¬ 
er. Normally, Cracker Jack's bat is wooden, but when 
you press the following buttons when selecting him, it 
will become aluminum. Select Cracker Jack, then press 
and hold + +□ + ■'■ + R1 -t- R2 until the match starts. 


Voice Cheat 

The following cheat lets you solve all the voice puzzles 
by simpiy pressing a single button. This is extremely 
helpful, although the puzzles aren't that difficult. 
Anytime during gamepiay, press and hold R1, then 
press A, 0, <\ X, *, □, +. 


Clean Screen 

To play a match with the health bars and force bars 
missing, just enter the following little code. Press and 
hold Lt + R2 + SELECT after choosing a character, and 
continue to hold them until the match has loaded. 


This is actually a pretty coo! trick. You will have no idea 
how you're doing against your opponent, and for that 
matter how close your own character is to death. It puts a 
little mystery into your bouts. 


Invisible^LiahtsaberiallMM 

The following trick is completely useless, but it's kind of 
fun to try out. Choose Luke Skvwalker, During a match, 
pul! off his lightsaber throw move with a full super gold 
force bar. Before the lightsaber returns to him, while it's 
still in the air, press R2 twice, or as many times as it 
takes until you see the lightsaber reattached to Luke's 

the lightsaber .feturns Jo-. , 

. A When Luke moves or att_ 
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Oops! The Rest of the Hidden AC Parts 

In the January '98 issue, we ran some tips on how to 
find Armored Core's hidden AC parts. Many of you 
were quick to point out that there are actually 11 hidden 
parts, and that we had only printed six of them. Well, to 
make up for it we're running descriptions on how to 
find the five remaining hidden AC parts. We promise it 
won't happen again, and thanks for all your letters! 


RZT-333 Radar 

This part is hidden in the level where 
you have to guard a prototype radar. 
Instead of protecting the radar, steal it 
yourself by breaking into the ware¬ 
house. If you take the radar, you will 
unfortunately fail the mission and not 
earn any money—but you wiil have a 
new AC part. 


WG-1 Karasawa Plasma Rifle 

found in the mission where 
you have to destroy all the 
barrels with the FCS jam¬ 
ming robots. The weapon is 
located on the back ledge of 
the second room, near a 
bunch of barrels. 


QX-AF FCS Unit 

This part is found in the mission 
where you must go into a cave and 
destroy the queen of the lifeforms. It's 
located in the queen's lair. 
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The code won't affect gamepiay, but getting hit by an 
aluminum bat Just looks like it might be more painful. 


When done correctly, Luke will be holding his lightsaber 

it 


but it won't be lit. When 
iightsaber's traits. 


moves, you will see 


the 


Race the Tsumujikaze 

Play through the Time Attack mode with the Rival 
turned on. Beat the rival and you wiil be able to play 
with Tsumuji's car. 

Race the Vestal 

Beat the game with every car. You can save after you 
beat the game with a car, but you cannot use any con¬ 
tinues. Now you can race as Maki's six-wheeled vehicle 
from the end of the game. 

Race the B-Vestai 

Beat the game using Maki's Vestal and the B-Vesta! wiil 
be revealed. 


AAAAAAAAAAAAAAAAAAA 
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More Health 

The foliowing useful trick is in the PC version and was 
left in for the PlayStation version. Find any toilet or fire 
hydrant and destroy it. Then go up to it so you can still 
see the water conning out and press the action button 
(A for the standard controller configuration). Continue to 
hold action until your health creeps back up to a hun¬ 
dred. You can return to any of these spots as much as 
you want for refills. 


Level Passwords 

Now you can play any level with our complete list of 
level passwords. From the Main Menu, select One 
Player. Enter the Password option, then enter any of the 
following passwords. 


A Relief is just a toilet away. Find one and you won't have 
to worry about losing a life for the rest of the level if you 
manage it right. 


Max-Out Player Attributes 

Now you can max-out attributes to create super- 
powered players. At the Player Edit screen, press LI, 
L2, X, □, X. Now simply max-out the players' attribut- 

- es and smash 

;Qfr al1 opposition! 


All Weapons 

Gain access to all of One's weapons by entering MAX- 
POWER as the password, Now start a game and 
change your weapon by pressing SELECT. 


•4 This mes¬ 
sage appears 
when you 
input the 
password. 
The weapons 
available for 
use are very 
impressive. 


A Enter the passwords on this screen. Since the highlighted 
barrel is bouncing, seeing the symbol on it can be tough. 


Press right to 
increase each 
attribute to 99 
after you have 
entered the 
max-out play¬ 
ers code. 




Password 




Ship, Skull, Fish, Anchor, Ship, Anchor 
Ship, Anchor, Skull, Ship, Anchor, Fish 
Skull, Ship, Fish, Anchor, Anchor, Ship 
Fish, Fish, Anchor, Ship, Skull, Anchor 
Skull, Anchor, Anchor, Fish, Anchor, Ship 
Fish, Anchor, Ship, Ship, Ship, Skull 
Anchor, Fish, Ship, Skull, Skull, Fish 
Ship, Skull, Skull, Fish, Anchor, Skull 
Fish, Skull, Anchor, Fish, Skull, Fish 
Fish, Fish, Ship, Skull, Fish, Ship 
Ship, Anchor, Ship, Fish, Anchor, Fish 
Skull, Skull, Anchor, Ship, Fish, Fish 
Ship, Anchor, Skull, Fish, Fish, Anchor 
Skull, Ship, Skull, Skull, Fish, Ship 
Ship, Fish, Ship, Fish, Ship, Anchor 
Anchor, Ship, Fish, Skull, Fish, Ship 
Fish, Ship, Anchor, Skull, Ship, Fish 
Ship, Fish, Skull, Anchor, Anchor, Skull 
Skull, Ship, Anchor, Fish, Ship, Skull 


■jglvtgSii 

■ iV-rL-ArJ 




Increase Team Bankroll 

Increase the team bankroll for club transfers with the 
fallowing code. Go to the Team Edit screen and press 
D, X, □, L2, LI. Once you've entered the code, you can 
highlight the money option and change the amount, 
increasing the team bankroll lets you acquire more and 

j jBBpfcv better players in 

SmS ~*m fers screen. 


Level Select 

Skip to any level in the game by entering FIEVYFEfT as 
your password. 


Is this game 
getting you 
pissed-off? 
Well, relief is 
just a pass¬ 
word away. 
Once you 
enter it, you 
can play on 
any level! 


■4 Now you 
don't have to let 
your budget 
interfere with 
creating the ulti¬ 
mate team. 


jfcploding Laura 

Last issue we brought you all of the useful cheats for 
Tomb Raider 2, so now it's time to release a useless 
code. You can enter the following button combination 
anytime durinq 


Big Head Mode 

We just love big head modes here at the office! They 
always make a game better, and this is no exception. 
On the player select screen press R1, R1, R1, R1, R1, 
R1, R1, R1, R2, SELECT. You only have to enter the 
code once, and all your matches will be in Big Head 
mode. Reset the game to return to normal mode. 


Change Your Ring 

Wrestle in one of several different types of rings by 
entering the following code on the Main Menu. Press 
R1, R2, R1, R2, SELECT. Now every time you hit 
SELECT you will change the ring. You can check out 
which ring you're going to fight in by going into Options. 


forward, step 
backward, spin 

around in a 

" ' .. 

complete circle 
three times, 

Mm:- 

and then jump 
forward. 


i Can't get 
Laura to do 
what you want 
her to do? 
Express your 
disappointment 
by making her 
explode into a 
bunch of little 
polygons. 
Thanks to Nate 
Smith from 
Henderson, 
Nevada! 


A The graveyard is just one of the many crazy rings you'll 
be able to wrestle in. 


A My giant head will crush your giant head! Your neck 
will snap like a frail toothpick! 
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You must have a Game Shark to use these codes (duh!). 




CASTLEVANIA: SOTN 

Infinite Gold. 

Infinite Hearts. 

Infinite HP. 

Infinite MP. 

Quick Level Gain. 


80097bf0ffff 

80097ba80063 

80097ba003e7 

80097bb003e7 

80097becffff 


Infinite Turbo (The Hun) 
Infinite Turbo (Bomber) 



Infinite Armor 
Infinite Time.. 


8017392e0006 
801748960006 


800ac3701f40 
800790d40001 


C00LB0ARDERS 2 


Mirror Mode... 

.800571040001 

Extrs Tracks.... 

..800570fc000a 

Extra Boards... 

.800571020007 

Enable Extra Characters. 

.80057 lOOffff 

DUKE NUKEM 

Infinite Pistol Ammo. 

.800ec93c00c8 

Infinite Shotgun Shells. 

.800ec93e0032 

Infinite Chaingun Ammo. 

..800ec94000c8 

Infinite RPG Rockets. 

.800ec9420032 

Infinite Pipe Bombs. 

.800ec9440032 

Infinite Shrink Ray Ammo. 

.800ec9460032 

Infinite Devastator Amnio. 

.800ec9480063 

Infinite Freezer Ammo. 

.800ec94c0063 

Infinite Health. 

.8015fcea03e7 

Shotgun. 

.800eca1a0101 

Have Chaingun/RPG. 

.800eca1c0101 

Have Pipe Bombs/Shrink Ray... 

.800eca1e0101 

Have Devastator/Freezer. 

.800eca200101 

JET M0T0 2 

Infinite Turbo (Li'l Dave). 

.8016bdee0006 

Infinite Turbo (Wild Ride). 

.8016cd560006 

Infinite Turbo (Blade). 

.8016dcbe0006 

Infinite Turbo (Technician). 

.8016ec260006 

Infinite Turbo (The Max). 

.8016fb8e0006 

Infinite Turbo (Vampeera).. 

.3017Caf60006 

Infinite Turbo (Gadget). 

.80171a5e0006 

Infinite Turbo (Steele). 

.801729c60006 


MDK 

Infinite Health . 

.800cb74003e7 

NCAA FOOTBALL 98 

All Extra Teams and Stadiums. 

.8009b790ffff 

8009b792ffff 

8009b79403ff 

PANDEMONIUM 2 

Coins. 

Infinite Health. 

Infinite Lives. 

.800abd7801f8 

.800abd760010 

.800abd740010 

P0YP0Y 

Infinite Health PI.. 

.800dcb6800c8 


800dcb6a00c8 


RESIDENT EVIL 

Start with Acid Bazooka in Chest.d00c867c0010 

800c8778ff08 

Start with Baretta in Chest.d00c867c0010 

800c8772ff02 

Start with Bazooka in Chest.d00c867c0010 

800c877aff07 

Start with Colt in Chest.d00c867c0010 

800c877eff05 

Start with/ Flame Bazooka in Chest.d00c867c0010 

800c8776ff09 

Start with Flame Thrower in Chest.d00c867c0010 

800c877cff06 


Start with Rocket Launcher in Chest ,.,.d00c867c0010 

800c8774ff0a 

Start with Shotgun in Chest.d00c867c0010 

800c8782ff03 

STREET FIGHTER EX PLUS ALPHA 

Low Health PI.801d63b40000 


STREET FIGHTER THE MOVIE 

Infinite Health PI.801b759a0070 


iflVlr I KtSiS 

Infinite Health. 
Infinite Time.... 
Infinite Credits 
Auto-Reload.... 


,.800b20c00005 
„800b1d641000 
. ,800b1d5c0009 
,.800b1ddc0006 
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Infinite Air 
All Items.. 


Infinite Ml6 Ammo. 

Infinite Auto Pistol Ammo... 

Infinite Shotgun Shells. 

infinite Uzi Ammo. 

Infinite Grenades. 

Infinite Harpoons.. 
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..8008c4fe0708 

..80088aa0000b 

80088adc80c8 

80088ae08020 

80088ae48218 

80088ae8850c 

80088aec8560 

80088af0811c 

80088af48074 

80088af88170 

80088afc826c 

80088b0081c4 

,.8008c5c003e8 

..8008c5ac03e8 

..8008c5b403e8 

.,8008c5b003e8 

,.8008c5bc03e8 

..8008c5b803e8 



Highlight the correct "Team 
Buttons" followed by hitting 
as you enter the codes. 


code on the Team Buttons in the tool box during game- 
play: X, □, 
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Cheat Codes 

The cheats are starting 
to roll in for the latest in 
the Command and 
Conquer series, Red 
Alert This game is 
already extremely good, 
but the following codes 
make it even better! To 
enter the codes, highlight 

the tool bar during gameplay. Use O to press the "Team 
Buttons" to correspond with the codes. For example, to 
get more money, you would first highlight the square in 
the tool box. Next, Press O twice. Now highlight the cir¬ 
cle and press once, followed by highlighting the X 
and pressing once, and so on for the rest of the code. 


Instant Victory 

If you're tired or frustrated 
with a mission, skip to the 
next one. Enter the following 


Nuclear Attack 

Everybody loves to drop nuclear weapons on their ene¬ 
mies, and now you can do it whenever you want! Use 
the method described previously to enter the following 
code during gameplay. Press O, X, O, A, □, A. 


A 

■ffi 


4 If you don't like a certain 
mission, or if you keep getting 
demolished, just use the instant 
victory code to move on to the 
next mission. 


As soon as you enter the code, another nuclear payload 
will be ready. Then you just have to let them birds fly! 


Chronoshift 

This code will enable the ability to chronoshift whenev¬ 
er you want. During gameplay, press O, O, □, n, X. 


Gold Is People 

We aren’t quite sure as to what this code does for you, 
but it may be something you would use in multiplayer 
mode. All we know is that you will get the message 
"Gold Is People," and all the tiberium will look like little 
people. During gameplay, press X, O, A, A, O, X. 

Money 

The only way to really get ahead in this game is to get 
lots of money. Go from rags to riches in seconds, then 
build an unstoppable army by entering the following 
code during gameplay: □, □, O, X, A, O. 
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A Use the money cheat if you're low on cash, or if you're 
just a fat greedy pig. 
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We haven't found a code that opens up all of the cinemas, but here's how to get 
some of them legitimately. 


In issue four we printed some codes, but when you try them on the finished 
version of the game they won't work. Often a game's codes and passwords 
will change just before it is released, and when we go to print, all we may have 






Die in areas three, four, 
or five to get training cin¬ 
ema two. 


press any shoulder button, * 
enter the actual codes below. 


No Death: O, , A, O, any shoulder button, [ 

Nuke: , +, O, O, +. 

Dummy Decoy: X, any shoulder button, f, 0, X, ♦, □ 


A All smashed up and no where to go... You have some 


A The Dummy Decoy is best 
used when you need a 
breather from some intense 
action. It will attract all the 
attention/ so you can destroy 
at your leisure. 


Run out of time in train¬ 
ing areas one or two and 
you will get the cinema 
in which you're ridiculed 
by the girl. 


. TV :< 


& If you really suck/ then you should already be familiar 
with this cinema.... 


Twister: +, any shoulder button, □ 


Simply run out of time in 
training areas three or 
four to get the fifth train¬ 
ing cinema. 


A Enter the twister code and 
you'll get this message. The 
tornado is extremely helpful if 
you find yourself being 
swarmed by baddies. 


... 


Wwwm&jjft 
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Grenade: A, O, □, □, any shoulder button, 

Bones Airstrike: + , *,0, *, any shoulder button. 

Gatling Gun: «■, any shoulder button, ♦, □, A, ♦, f. 

Sniper Grenade: ♦, □, any shoulder button, <-, 0 , , □. 

Homing Sniper: t, X, □, any shoulder button, any shoulder button 
Mortar: «\ any shoulder button, , O, f, ♦. 

Seal (used on final level): O, , , any shoulder button, *. 

Bones Seal (final level): A, O, ♦, «\ O, A, A, any shoulder button, 
Cow Drop: ♦, ♦, any shoulder button, *. 

Super Speed (use R2 for super speed): *, 0, , O, X. 


Here you're told that you need to do betl 
There's nothing like an anime that criticizes 


Destroy enough enemies to complete each area and defeat the boss. The hit ratio 
you need to have is 49% or less fora "Class B" rank. 




itdiittiiu uinema Lioni 

:}p■ /TV;v 

Destroy enough ene¬ 
mies to complete each 
area and defeat the 
boss. The hit ratio you 
need to have is from 
50% to 59% for a "Class 
A" rank. 


Level Select 


e the level by press 


ing □, and press 
change the arena 


A If you're hot, then you may get to see the cinema where 
you finally get some props. 


Hidden Picture 

By defeating the game without using any continues, the final "Ending" cinema will 
play, followed by the "Staff" credits. If you're patient enough to wait, you will be 
rewarded with a full-size picture of Motoko Kusanagi. Unfortunately, once it disap¬ 
pears, there is no way of viewing it—unless you beat the game without any con¬ 
tinues again. 


To skip around the levels, enter the following on the Main Menu. Press and hold 
all four shoulder buttons, then press , *, i, O, The level select will flash 
on the screen and immediately release the shoulder buttons. 


wmmm 


Ghost In The Shell 

Getting the Cinemas 


MDK 


Various Codes 
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Drop us a line at PSM Letters, care of 
Imagine Publishing, ISO North Hill Drive, 





94005. Or even better. 




C IPfiCC 
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e-mail, you can 






When the PSM staff rides, they 
do it in style. Mount up, boys— 
we got some ground to cover! 
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NARTiS HERE!! 


I was looking through your mag one day 
and it came to me. You guys don't have 
any reader art! You should have a sec¬ 
tion where you display the drawings 


You need some sort of art section 
that's videogame/anime related. It 
would be neat because readers, like 
me, could send in drawings and get 
them showcased to millions of people. 
Anyway, it was just an idea. Keep up 



people send in to 
magazine. 


Wildly Yang 
Moreno Valley, 

Your reader's sec¬ 
tion is the bomb! I 
love reading the 
responses from you 
editors, and I'm sure it's 
cool for readers to have 
their names appear in 
PSM. You guys are miss¬ 
ing one thing, however. 


the great work! 


▲ Fan art didn't quite make 
into the issue last month, but 
now it's here to stay! 


Ron Dennon 

o address provided) 


rMRICl* Qarsr! 

mat art on in, Ron! 
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section. It was 


supposed to 
Letter 


in last 


uni... Zombies ate 


it. Honest, 


First off, let me congratulate you all on 
making a kick-ass magazine...and for 
making it into 1998. Word of mouth is 
taking PSM to the top of everyone's 
magazine lists when it comes to the 
PlayStation, and you guys deserve that 
honor. But anyway, I had a few ques¬ 
tions that I'm just dying to get answers 
to, and I figured why not go to the pros. 
So, here goes: 

1. I purchased my PlayStation on Sep¬ 
tember 9, 1995, the launch date (model 
SCPH-1001/94000). Since then, my 
machine has operated flawlessly. I 
haven't run into any of the problems 
some people have, like skipping or over¬ 
heating. But have there been any 
changes to the PlayStation itself since 
that first model, and are those changes 
worth going out and spending $150 on 
a newer model? 

2 . One thing people are always talking 
about is the PlayStation's lack of RAM. 
Well, the Nintendo 64 is supposedly 
going to use some sort of "bulky-drive" 
that will expand the machine's memory. 
Do you fellas think that sort of add-on 
equipment connected to that weird port 
on the back could be used with Play¬ 
Station to expand the machine's RAM, 
and what does Sony think? 

3 . Finally, Quake. For over a year now, 
Quake has been the number-one 3-D 
shooter in the PC world, just like its pre¬ 
decessor Doom was. However, while 
Doom has made it to the PlayStation, 
Quake has not. What gives? I've heard 
everything from the PlayStation not 
being powerful enough to the developer 



A We haven't heard too much about a 
Quake port, Voodoo, but it's certainly 
about time the PlayStation saw one. 


dropping the project completely. Hey, 
what's shakin' with Quake? 


Voodoo Child 

VoodooChildl ©geocities.com 


► STEVE: Hey VooDoo, glad to see 
you are taking an active approach to 
PSM, It's always furs to hear from our 
readers, and we love answering any 
questions that come our way. We 
also want to instill a sense of com¬ 
munity in the magazine. That's why 
you will see a lot of interactive sec¬ 
tions such as Link-Up, where gamers 
can meet up with other gamers. It's 
this "family" setting that I fee! makes 
PSM the premiere videogames mag¬ 
azine out there. So keep those letters 
and comments coming—we want to 
hear from you! 


1, If your PlayStation is working fine, 
then you shouldn't worry about get¬ 
ting a new one. As the saying goes, 
"if it ain't broke, don't fix it." 
Changes have been made to the 
overall design of the PlayStation 
each year since its release, but they 
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were mostly to curb manufacturing 
costs. The heat-induced FMV skipping 
problem has also supposedly been 
reduced in current models. But since 
you don't seem to have any real prob¬ 
lems, just keep on gaming. 


I ■ Each month, we put the controller down for a moment to focus on a dif¬ 

ferent aspect of PlayStation gaming. We invite debate, so please drop us 
your opinion on this month's topic at PSIVI PAUSE, c/o Imagine Publishing, 
150 North Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@tmaginemedia.com (just be sure to put "Pause" as the 
subject heading). We will run the best of your responses here in this section. 


This Month's Topic: 

PlayStation 2: Now or Later? 


waiting gives Sony an advantage over its competitors, since it 
can sit back and see what the other guys do first before finaliz¬ 
ing its new hardware plans. 

However, whenever the PS2 does come out, it will bring sev¬ 
eral positives for both Sony and its game developers. Already 
we're seeing many games on the PlayStation that try to push the 
console too far, and numerous problems are popping up (such as 
dipping, polygon seams, and memory limitations). The extra 

power of the next PlayStation will likely 
fix all of these issues. Also, the extra 
horsepower should enable the creation 
of completely new types of games, as 
has happened with the current Play¬ 
Station. Finally, with PS2, Sony has a 
chance to learn from the mistakes it made with the original PS 
hardware, and do a better job (which hopefully means it won't ever 
overheat). Anci with a better understanding of the industry, you just 
know that Sony is going to be ready. 

So, having considered all of those factors, when do you 
think Sony should release the next PlayStation model? Did we 
miss any other important factors? Let us know what you think. 
One thing's for sure, though: a new machine shouldn't ever 
come out until it has a solid starting library of top-notch games 
that really demonstrate how the extra power translates into 
better games. Because without good games, any console is 
just a big paperweight 

—•Chris Slate 


2. The design of the PlayStation doesn't 
lend itself well to upgrades. The I/O 
port on the back has too slow of a 
bandwidth to use it as a memory 
upgrade connection. Besides, when 
you add upgrades to a system you tend 
to split your user base, which is never 
any good. Remember that no single 
add-on device has ever really been suc¬ 
cessful. Does the Sega CD or 32x ring a 
bell? Developers are still finding ways 
to take advantage of the PlayStation's 
power, so I wouldn't worry. We still 
have a lot of amazing games coming 
our way this year and beyond. 


| rom the moment the PlayStation first hit the shelves, 
rumors have circulated about a new, bigger, and better 
Sony console. And while Sony has repeatedly denied any such 
plans to replace its existing system, buzz about the "PlayStation 2" 
has only grown stronger. One thing is for sure: Sony will replace 
the PlayStation, eventually. But the ques¬ 
tion that I'm putting to you faithful PSM 
readers this month is, "How long should 
Sony wait?" 

Hard-core gamers are always looking 
for a new system to get excited about— 
it's fun to imagine the advanced games that the new technology 
could give us. The problem is nobody appreciates having to hand 
out another $200 to $250. That's the main reason hardware devel¬ 
opers like Sony try to hold off upgrading for as long as possible— 
to wait for the cost of newtechnology to come down. At the same 
time, the cost of the old hardware keeps decreasing, bringing in 
more and more new gamers. With the growing success that 
PlayStation is experiencing, Sony would only halt its momentum 
by releasing a new machine now. 

Releasing the next PlayStation console too soon has sever¬ 
al other negative aspects. For one, developers still haven't 
tapped into the full potential of the PlayStation, and if PS2 
comes out too soon, its full power may never be realized. Also, 


“One thing is for sure" 
Sony utiul replace the 

-■ryStrti ON ■ EVENTUFILLYJW 


3. There has been little word on a 
Quake port to the PlayStation, but 
chances are good that it will be making 
an appearance later this year. Let's just 
hope it supports the link cable for some 
cool two-player death matches! 


I just wanted to let you how much I appre¬ 
ciate your magazine. In all respects, PSM 
feels like a breath of 
fresh air to me, com- 
pared to many of 

the other video- wIIIPy 
game periodicals lit- ^ 


candor, humor, and class to keep intelli¬ 
gent humans entertained—not making 
us feel like we’re plodding through $6 
to $10 worth of slime. 


(Two minor nitpicks, though, if I might 
be so anal: if the right-side pistol is 
drawn, why isn't it being held primarily 
with the right hand instead of the left? 
And why does the left-side pistol have 
full rear sights, but the other weapon 
only has basic rear ones?) 


local yokels down at the vid store don't 
always know what a neGcon is, or 
which analog-compatible games work 
with which analog controllers. 


The sticker sheets and tip sleeves are a 
nice touch, but the ARTWORK! This 
stuff really makes a difference. I liked 
the FFVII picture by Arthur Adams on p. 
72, issue 5—this artist is a comic-book 
legend. And thank you for the great 
shot of Lara Croft on p. 70! Real curves, 
real lighting, and real-looking pistols, 
even with serrated trigger guards and 
spur hammers! Such a refreshing 
change from the usual polygon drek. 
What is the artist's name? 


Whatever it is your magazine is doing, I 
think you are doing it right so far. Stay 
independent and sophisticated! 


On a different note, is it possible to note 
more clearly in your reviews whenever 
a game is compatible with specific con¬ 
troller types, such as the neGcon and/or 
DAP? As I own both, I can eventually 
figure things out. But I'm sure there is 
some confusion in the general public as 
to which input devices they should get 
for best results. To make things worse, 


Toto 

nhatviet@nucieus.com 


▲ Sorayama real¬ 
ly captured the 
essence of Lara, 
Toto. The original 
art is one of our 
favorite elements 
of the magazine. 


► CHRIS: Wow Toto, high praise 
indeed! Thanks for the kind words. 
The artist who drew Lara Croft for us 
is Japan-based Hajime Sorayama, 
who has been famous for years for 
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illustrating super-realistic, super-sexy 
women. As for your critiques, though, 
all we can say is that we just let 
Sorayama loose to do whatever he 
wants! And thanks for your input on 
how we should better list how the dif¬ 
ferent controllers work with each 
game—well try to include 
more of this information. 

STICKERS 


4. Maybe sometimes you could put in a 
PSM poster? 

STRIKER561 

STRlKER561@aol.com 


HI: Glad you dug 

Jr 

hope 
card 
h my 
t is 


continue put¬ 
ting memory card 
stickers in your maga¬ 
zine. If you can, put 
them in every issue, 
along with the lid sticker. 
They're both very cool, 
and I love your mag, 

Eric Price 

Supergookl ©aol.com 


aM- 


ome- 




are some an¬ 
swers for ya. 
Striker: 


We liked the RE2 cover so much we 
made it into a poster. You can expect 
more goods from us in the future! 


STEVE: Don't worry, Eric. There 
will always be cool little extras includ¬ 
ed with every issue of PSM. And 
while our competitors may copy 
some of our ideas, you can always be 
assured that the latest cool and new 
extra will be revealed here first. Be on 
the lookout for more memory cards, 
lid stickers, posters, and other inven¬ 
tive surprises in the 
months ahead. 


Hi guys, I love your mag; 
it's great. The cover stick¬ 
ers for your PlayStation and 
the stickers for memory 
cards are the best. I have a few 
questions and comments for you: 

1. Are there any hopes of the Dual 
Shock controller in the U.S.? 

2 . Maybe you guys should include 
a PlayStation game demo with 
your magi 

3. In your PSM #5 mag, you said 
Armored Core has six secret 
weapons, but I know for a fact 
there are more. 


Weil, there is 
always hope, 
but the newness 
of the Sony Dual 
Analog control- 

tor 

_ ler | hasn't really 

worn off yet. I 
can't imagine Sony releasing another 
controller until the latest has had its 
share of time on the market. 

2. Because of our fierce independence 
from Sony or any other affiliations, 
we are unable to include a disk for 
your PlayStation. We would like to do 
so, but Sony would probably insist on 
having some control. That doesn't sit 
with us very well. 

3. You're referring to our 
“i Armored Core Strategy, and 

you're right—it does 
have more hidden 


On page 98 of 
> Issue's Code 
funkies, we reveal 
the remaining 
hidden weapons, 
apologize. 

Last issue we 
included our first 
poster ever, using 


< You're absolutely right. 
Striker. Armored Core actually 
has 11 hidden weapons, 
which you will find on page 
98 of this month's issue. 
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the magazine cover art for Resident 
Evil 2. You can count on more posters 
in the future as well as more stickers. 
Further down the road weTi include 
some super-secret cool stuff that I 
can't tell you about. You're just not 
ready y * 1 2 3 


like PSM. I just got it and it's great. One 
thing about magazines is starting to tick 
me off, though. It is in your magazine, 
but not only yours. It's an advertising 
invasion. It's happening in every com¬ 
puter and console magazine. I know ads 
are a main source for funding, but it's 
getting out of hand. Now about four- 
tenths of most gaming magazines are 
advertisements for games and hard¬ 
ware. I like to read reviews and pre¬ 
views—not advertisements. Don't get 
me wrong, some are funny, but some 
are down right disgusting (not that I'm 
some kind of pacifist). Game Shark: 
"Yes, I Like the taste of your arm, sis. 
Could I have another chunk?" Come on! 
That's just not needed. We live in a 
world of advertising. The clothes we 
wear and everything we do has some¬ 
thing to do with advertising. Could we 
please tone it down? I'm getting sick of 
having to hunt for non ad-related articles 
in gaming magazines. 

Sean Mathews 
jtandco@erols.com 


CHRIS: Sorry you dislike reading 
ads so much, Sean! Unfortunately, 
they pay the bills, so we're always 
going to be giving a share of the mag 
over to our advertisers. But if you 
compare our book with most other 
videogame mags out there, 1 think 
you'll agree that our mag has a high¬ 
er percentage of editorial pages. And 
look on the bright side—ads can be 
helpful, letting you know when the 
next hot game is on the way! 


Hello. First off, please let me tell you that 
your magazine is excellent, one of the 
best gaming magazines I've ever read, 
'm writing to let you know that you guys 


A Check out Sony's PlayStation Under¬ 
ground Disc Volume 4, and you'll see that 
we've even managed to infiltrate Sony's 
headquarters. Good eye. Byll! 

must be getting really big! In case you're 
not familiar with it, the PlayStation 
Underground is a club of sorts, created 
by Sony. Members receive double CDs 
occasionally containing game hints, 
demos, and behind-the-scenes stuff. If 
you check out disk one in the latest issue 
(number 4), go into the Technical Q&A 
section and take a look at some of the 
scenery. The technical question of the 
issue is "How do Sony PlayStation work¬ 
ers get their jobs, etc..." It goes on to 
give short interviews to many Sony 
PlayStation workers. Low and behold, 
about 30 seconds into the section, we 
get a glance at a Sony worker whose 
PlayStation on his desk has a PSM pirate 
lid sticker! Keep up the fantastic work on 
the magazine, guys! 

Byll Schweitzer 
syrup@csrlink.net 


STEVE: Congratulations, Byll. 
You found one of the many "hidden" 
PSM stickers located at Sony's 
offices. It's always nice to know that 
the big guys at Sony really do read 
and enjoy PSM. I guess we could con¬ 
sider it the highest form of flattery! 

Your mag is the single best thing I have 
bought in a long time. I first thought it 
was another cheesy one-console mag. I 
have made the mistake of buying other 
one-console mags and found crap 
between the covers. Your mag, on the 
other hand, has vital information I can 
use. Love that cover art!!! 

My letter basically is to Bill Paris. I would 
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PlayStation's are funny and yet still get 
their point across, which is what people 
look for in advertisements. On the other 
hand, the N64 commercials are pretty 
much all the same and don't get my 
attention at all. I don't know if everyone 
feels this way, but who wants to see peo¬ 
ple that are painted as N64 colors running 
around some city street? I wouldn't say 
this is why I bought a PlayStation, but 
N64 needs to grow up and start trying to 
get the attention of adults and the older 
environment of gamers a little better. 

Mike Tafilowski 
WC2E20B@prodigy.com 


BLAKE: Sony took a unique 
approach in its commercials and 


specifically targeted an older age 
ip (18-24 and up) than is tradition¬ 


aH 


al in videogame advertising. This is 
why many of us relate to them so 
much better. (My personal favorite is 
the one with Crash baiting Mario out¬ 
side of Nintendo headquarters!) Nin¬ 
tendo has chosen to remain with its 
tried and true approach of marketing 
to younger children. As a result, many 
of us older gamers are not excited by 
their ads. Oh well. 

In your January issue of PSM, you pre¬ 
viewed games from companies like 
Acclaim, Capcom, and Shiny. I have to 
ask about Shiny's work on its Stunt R.C. 
Copter game. Are there any details 
on this game? When will it be 
released, and will it be linkable? 

I love linkable games! 

Pete Wolden 
dwo!den@hot- 
mail.com 


BLAKE: I 


have to agree with 
you there, Pete. Linkable games 
are the best. Unfortunately, 
according to the folks at Shiny, 
Fly By Wire (the game was 
renamed) has no plans for a link 
mode. As for a release 


date, nothing is set in stone until a 
publisher is announced, but it's possi¬ 
ble we could see the game as early as 
late summer. 

Emmy for Chop Chop? 


have some questions, but first! would 
like to say that your magazine is the 
greatest PlayStation magazine ever 
(maybe the best magazine for that mat¬ 
ter). Now, on with the questions: 

1. Have you ever considered having an 
anime section in your magazine? 

2. I heard that Square is re-releasing the 
Final Fantasy games that did not make it 
to the U.S. for the computer. Is this true? 

3. While playing Monster Rancher, I was 
putting CDs in to create a monster. I put 
in a Spice Girls CD, and the game said I 
needed permission to use that CD, What 
does this mean? What other CDs do this? 
What CDs have you guys used to make 
your favorite monsters? 

4. Is Chop Chop Master Onion the best 
supporting character ever? 

Anime53 

Anime53@ao!.com 


If s good to hear that you 
appreciate ail the hard work we put 
into the mag! Here's your 
answers: 

1. If we had an anime sec¬ 
tion, then we would have 
less room for all 

" ’ ItheB 

PlaySt at ion 
informa¬ 
tion. A mag¬ 
azine should stick with what 
it does best, and not try to 
have a little bit of everything 

*4 Chop Chop is definitely one of 
our favorite qame characters! 


like to know more about how he 
became fluent in Japanese. I am cur¬ 
rently studying the Mandarin Chinese 
language. I have a girlfriend from Taiwan 
who is helping me a lot. I have tapes and 
books and have learned their phonics 
system. I have yet to find a college that 
offers Chinese. Maybe I'm looking in the 
wrong places. 

I would like to know what classes Bill 
took and where he took them. How 
long did it take to get a good grip on 
the language? I feel I have a talent for 
foreign languages and would love to 
learn several. Bill is the only guy I have 
found in any mag who professes to 
know Japanese. 

1 would love to see more Japanese 
games covered. I am also a huge manga 
fan and would love to see the new stuff 
reviewed and rated. One more thing— 
how do you say "anime"? That's all for 
now. Hope to hear from you soon. 

Mad Dog Gray 
themanl 47@juno.com 

► BILL: Well Mad Dog, it takes 
awhile to get perapera in Japanese.! 
took two years of intensive language 
study at Connecticut College (not 
UCONiM) before spending a year 
abroad in Osaka at Kansai University 
of Foreign Studies. I'd say 1 was pret¬ 
ty comfortable at that point I re¬ 
turned for my senior year to take 
Literary Japanese, and spent another 
two years in the Kansai region of 
Japan upon graduation. Video (espe¬ 
cially anime!) and audio tapes are 
great tools to build up your basics, 
but there's nothing like living in a for¬ 
eign country to improve your skills. 
The best school for languages I know 
of is Middlebury College in Middle- 
bury, Vermont Anime is pronounced 
"ah-KNEE-may." 

You know what I hate? When people 
stereotype gamers. A lot of people think 
of gamers as mindless fools who don't 


▲ Well Pete, we / re sorry to report that Fly 
By Wire currently has no plans for a link 
mode. It may be out late this summer. 


do anything but sit on their duff and play 
games. I, as a both a PC gamer and 
PlayStation gamer, am thought of as a 
lazy bum who has nothing good to do 
with his time. People think just because 
we like videogames we hate socializing 
and play them all day, 

I like to go to movies, go skating, and do 
other such things, so it gets really aggra¬ 
vating when people hate you for the sim¬ 
ple fact that you like videogames. I wish 
people would understand that for most 
gamers it's just a hobby. Even if people 
play 30-40 hours a week, it doesn't mean 
they don't like to socialize. If you get to 
know these people, they are usually 
some of the nicest people around. 
Gamers have lives too, so treat them as 
people, not just some computer nerd or 
mindless gamer. 

Justin Bell, 
bellstar@ibm.net 

► BLAKE: Amen, Brother! It's a sad 
truth that a majority of gamers are 
stereotyped based on a very few. 
Honestly, though, we know we have 
lives, we know we're good people, 
and we have fun with life. What else 
matters? Luckily, here in the Silicon 
valley the nerd image is actually a 
positive trait... 

I'm just writing about how the Play¬ 
Station's commercials are so much bet¬ 
ter than the N64 commercials. The 
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time is right to use that CD. Check 
out the Monster Rancher tip card 

* _ | , 1 K * j ft a* * ^ jl j£ 

included with this issue of rSM for 
other discs that release special mon- 
sters. By the way, what are you 
doing with a Spice Girls CD anyway, 
you freak?:} 

4. He just may be... 

I know you guys have heard this a lot, 
but I simply think your magazine is the 


best. You have impartiality, great 
reviews, late-breaking news, strategy 
guides for the newest games, the mar¬ 
ketplace, and tons of secrets and 
codes. I want an impartial mag because 
I don't want Sony telling me how great 
one of its games is when it really sucks. 
How do you do it? if there is any kind of 
award for the best gaming magazine 
out there, you guys should 
win hands down. Thanks r-'v . 
from a satisfied gamer! 

f ;, 

Milton Smith Jr. 
milt1@webtv.net 


■w 


analog controller with force feedback? 

2. Do you think a Street Fighter 3 trans¬ 
lation will be possible on PlayStation? 

Thanks for your time, and keep up the 
good work! 

Sean McCaffrey 
psxman5508@aol.com 


MOAH: Aw, 
thanks. Your kind 
words are reward 
enough for us all! 

That's what it's all 
about, and we're tickled pink that a 
lot of you out there are really getting 
it. We do it ail for you, seriously. 
Thank goodness our hard work is 
not failing on deaf ears! 

First, I'd like to congratulate you guys on 
a great gaming mag. 

1. Can a Japanese controller work with 
a U.S. PlayStation, like the Japanese 



a The Japanese analog controller with 
force feedback is compatible with all 
PlayStations, as are all PS controllers. 


STEVE: Thanks for 
writing, Sean. Let's 
jump straight to your 
questions: 

1. Yes, any controllers 
will work with any 
PlayStation. The 
only products that 
_ have territorial lock¬ 
outs are the actual 
PlayStation games. As for the 
Japanese vibration-feedback con¬ 
troller, you can use it on a U.S. 
PlayStation. However, no real games 
actually support the vibration fea¬ 
ture. In fact, Rally Cross is the only 
game that comes to mind right now. 

2. I do feel that a Street Fighter III 
translation is possible , but 1 would 
not suggest it be done. I am a big fan 


of the series, so 1 would rather wait 
for a more powerful system and then 
get an arcade-accurate version of the 
game. SFIII simply has too many 
frames of animation to fit into the 
PlayStation's memory limitations, so 
if Capcom does a port, it would prob¬ 
ably move a lot like Street Fighter 
Alpha 2. That's not too bad, but 1 
would still want Capcom to hold off 
on the conversion. 

I would like to start out by saying that 
your magazine is excellent. In fact, 1 
would rather be subscribed to no other 
magazine.! hope you continue doing as 
good a job as you have been. I have but 
one small suggestion ! would like you to 
consider: Your mag should feature a col¬ 
umn that frustrated gamers can write to 
in order to get help for their games. You 
should print, anonymously, the most 
commonly asked questions with 
answers written by PS M's staff. 

In conclusion, I really like how you print 
even long letters in your letters section. 
Most magazines print only brief letters 
and reply to less than half. 

Dan DePuy 
South Beach, NY 
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► NOAH: Well, how about this: If 
you or anybody out there is stuck in a 
game, let me know, if we get enough 
of the same question, or you send us a 
real stumper, then the PSM staff wii! 
try to help you out by printing some- 
thing in the magazine. Send your 
gameplay questions to ISO North Hill 
Drive, Brisbane, CA 94005, attention 
PSM: Noah's Gameplay Questions. 

As far as long letters go, if you have 
something interesting to say, length 
should not be a factor. It s important 
that we stay true to what our readers 
are trying to say in 



their letters, and we always want you 
to get your whole point across. 

I know I'm probably one of the few peo¬ 
ple who will say this, but ! hated the 
graphics in Final Fantasy VII, Wait a 
minute, let me clarify! I thought the FMV 
sequences were simply breathtaking and 
beautifully directed, but what I'm talking 
about is the rest of the game. The polyg¬ 
onal characters and prerendered towns 
really turned me off. I know Square had 
very high expectations to create the most 
detailed scenes, but to me, it just ended 
up hindering the experience of playing 
the game. When I'm playing an RPG, I 
shouldn't have to turn on bright red 
arrows and a huge white Mickey Mouse 
hand just so I can see my character and 
where the entrances are. Those things 
should be an afterthought. 

Now that FFVII has set a new standard in 
graphics, all the magazines are making 
fun of the 2-D, deformed characters of 
the old school RPGs. Deformed?! Cloud 
and Barret are two of the most deformed 
characters I've ever seen in a 
videogame! Did anyone miss that? 

Now don't get me wrong, I think FFVI! is 
an amazing game. I also thought the fight 
scenes were the best I've ever seen in 
an RPG, but I'm just glad that upcoming 


RPGs such as Breath of Fire Ilf Alundra, 
and Romancing Saga are staying basical¬ 
ly 2-D. Recently, I realized that even 
though almost everyone agrees that 
Final Fantasy VII is the best PlayStation 
RPG ever, I had a much better time play¬ 
ing Suikoden. 

Jen 

NeoPiyo1@aol.com 

► STEVE: As a big fan of RPGs, Jen, 
I agree with most of what you said 
about Final Fantasy VII. Some of the 
graphical designs really hampered the 
gameplay, which is something that 
should never happen in a game. I do 
acknowledge that Square did an 
amazing job with the game, however, 
and that it was the first attempt at 
that grand a scale of RPG. I also 
believe that a lot of the problems you 
mentioned will be fixed in the upcom¬ 
ing sequel. Making a 3-D style game 
has inherent problems, and I think 
Square has learned a lot of lessons 
from the creation of FFVII. I simply 
cannot wait until FFVIII! 

Just like you, I am also a big fan of 
established 2-D gameplay, so it 
makes me happy that a lot of the 
RPGs being released next year are 
sticking with the classic look and feel. 



Unmet Challenges 

This month we have quite a 
few winners, but believe it 
or not, some challenges in 
past columns have not been 
met. C'mofi, people! It’s 
time to get moving on the 
following challenges: 

Issue #1: Felony 11 /79 
Just How Fast Are You? 

So you think you're a bad¬ 
ass criminal? Then send us a 
picture of your best time for 
the first course, "Down 
Town." If you're the fastest 


crook in town, we'll print 
your exploits, then send you 
a tough new steering wheel 
controller for your troubles. 
But only the crook with the 
best time gets the goods. To 
back up your talk, send us a 
picture or videotape of your 
TV screen. Be sure your final 
time is clearly visible! 

Issue #2: Clock Tower 
Get All Ten Endings 

Are you a horror freak? 
Prove it, Play through the 
first Clock Tower a nd get all 


10 endings, and we'!! send 
you a kick-ass limited edition 
Alps controller. To make 
things even more interest¬ 
ing, we want you to include 
your own ending to the 
game in 200 words or less. 

Claim Your Prize! 

if you see yourself listed as a 
winner and you don't receive 
your prizes sometime soon, 
please give us a call. We've 
been getting a lot of returned 
mail lately due to incomplete 
addresses. 


Top This Winners 

Castlevania X: 

Beat Dracula without Dying 

Travis Farmer 
Charlottesville, Virginia 

John-David Lockwood 
Lake Mary, Florida 

Joseph Holley 
Murf, Tennessee 

Crash 2 

Jason C. Whaley 
New Carrollton, Maryland 

Tomb Raider 2 
Time: 5:13 

Wi if redo Lopez 
Bpt, Connecticut 

Cool Boarders 2: Score 47.9 

Andrew E Stein 
Modesto, California 

Monster Rancher: First 
Person To Get a Dragon 

John Peterson 
W.P.B. Florida 


I just hope I have the time to play all of 
them! And hopefully, a few of the 
titles will meet Suikoden's and FFVH's 
high level of quality. 



A Zelda will be hot, James, but the Play¬ 
Station has some heavy-hitters of its own on 
the way—like Metal Gear Solid! 


You guys have the best PlayStation mag 
ever. You cover everything I would like to 
know about. All the other mags are copy¬ 
ing your ideas, but I know all the original 
stuff started first in PSM. The other Play¬ 
Station magazines are simply not good. 
Now, I do have some questions: 

1. Do you think that the N64 will catch up 
to PlayStation sales in 1998 because of 
new games like Zelda? 

2 . 1 have heard some specs on Sega's new 
system. It's supposed to be 128-bit and 
pretty powerful, but then I heard Sony's 
next system will only be 64-bit. Is it going 
to be more powerful then Sega's system, 
or is Sony going to release something only 
as strong as the N64? 

James LaRosa 
(no address provided) 

► CHRIS: Good questions, James! 
Hopefully, I can come up with some 
good answers for you... 

1. The N64 is getting stronger, and ft 
will probably gain more momentum 
than ever this year thanks to a strong 
first-half library. However, I truly believe 
that by year's end, PlayStation will still 
remain king of the hill. Sure-—what self- 
respecting gamer isn't going to want 
the new Zelda? But PlayStation has just 
as many big titles on the way, head¬ 
lined by the amazing Metal Gear SolidI 

2. It's still too early to start comparing 
the next generation of systems, but 
it's a foregone conclusion that Sega 
will bring its new console to market 
first. This gives Sony time to take a 
good look at the competition, and to 
make sure that the PlayStation 2 is 
the market leader whenever Sony 
decides to bring it out. Regardless, 
both Sony and Sega's new machines 
will be way more powerful than the 
N84—we're talkin' true next-genera¬ 
tion consoles, here! 
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Welcome to our new Fan Art section! We planned on unvealing it last issue, but technical difficulties 
got in the way. But from now on, well be taking a look at the coolest PlayStation fan art from the 
hottest new talents around. If you've done an illustration that you'd like to see printed here, then by 
all means send us a copy! (Well take originals too, but we won't be able to return them). Address it 

to PSM Fan Art, c/o Imagine Publishing, 150 North Hill Drive, Brisbane, California, 94005 Even 
better, if you have the art in a high-resolution digital format, e-maii it to us at psm@imaginemedia. 
com, and label the subject heading “Fan Art." Now get busy drawing! 
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A Emiko sure con do a great Chun Li! 
Check out his other pics at genesis.maison 
otaku.net/gallery/gailery.html. 






n gives us this poetic 
illustration of Sephiroth from FFVH , 
and more at www.raidway.or.jp/ 
-salsvery/index.html. Look it up! 


is the artist behind this cool image 
of Motoko Kusanagi. Check out the rest of 
his excellent works at members.aol.com/ 
huntwoif/index.html. 
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< This cool, styl¬ 
ized version of Lee 
Chaoiah from 
Tekken 2 comes to 
us from Afitio, and 
was done on 
Micrografx Picture 
Publisher. If you'd 
like to see more of 
Aimo's work, then 
check it out at 
www.alabanza.ne 
t/aimo/aimo.htm. 





tub Raiilisp 2 <c> Eidus f4 Cure: 


Anime Lara Croft! YES/ 
sus is The Man 
at www.ninjadeath.com/ 
aicandy/bobl .html. 


Can you believe that 


-.sra did this in 
just four hours?/ See it on the 
web at www.sanynet.or.jp/ 
youlier/reunion/reunion.htm. 






First off, I would like to say that you 
guys have been doing a great job with 
your new magazine. When I got your 
first issue in the mail; it was the only 
videogaming magazine that I actually 
read all the way through! I also like 
your ideas, like the stickers and the 
Link-Up section. Ever since I was in 
Link-Up, I have received e-mail from 
tons of people who have wanted to talk 
about PlayStation. 

I am only 15, but I have already decided 
that I want to work for a videogame 
magazine for my first couple of years 
out of college. Now, I'm just wondering 
how a norma! day goes around in the 
office. Do you guys just get in the new 
games, mess around with them and 
write a review, or do you actually sit 
down and talk about them and.../usf 


what do you do??? Also, how old do you 
have to be to work there? i have just a 
few more questions, Is Sony planning 
on making a modem for the PlayStation, 
or are they afraid it will flop just like the 
Sega Channel? And are you guys, like, 
totally against Nintendo? Now 1 have 
some comments directed to the staff: 

Chris, I think that you have been playing 
too much, it looks like you're turning 
green in the January issue. Noah, can 
you freestyle? Bill, you are a god. 
Charles, WWEEESSSTTT SSSIIID- 
DDEEM What does "Sometimes I like 
to cold lamp" mean? That's what your 
quote said in the December issue. 
Eugene, are you on crack? Gary, you 
look like a phat Chinese gangster, you 
man. Am I missing someone? Oh, can't 
forget about Stephen—you look, nice. 


BenMJohn 

BenMJohn@aoI.com 

►- CHRIS: A 'normal" day around 
the office? 1 don't think we've had 
one of those yet... As for me being 
green, you should see me now that 
I've stayed up the last four nights dig¬ 
ging everything out of Resident Evil 
21 As for your other questions: Sony 
thought about a modem for the 
PlayStation, but it looks like that win¬ 
dow of opportunity has passed. 
Maybe for the PS2. As for what we 
think of Nintendo, I'm an old-school 
Mario-Head. I just don't think '97 was 
the company's best year. 

EUGENE: Hey, what makes you 
think I'm on crack? Does there have 
to be something wrong with a per¬ 


fectly sane and sober guy just 
because he likes to lick mice? That is, 
the type of mouse that you use with 
a computer, of course... 

► STEVE: Uh, thanks Ben. It is 
always nice to hear that I look... 
"nice." I guess you look nice, as well. 
Just don't let it go to your head. 

► NOAH: I gotz skiilz. What kind of 
DJ are you if you can't scratch? 

► CHARLES: That was just a joke, 
but I learned everything I know about 
"cold lampin'" from Flavor Flav. Con¬ 
sult Public Enemy's It Takes a Nation 
of Millions To Hold Us Back. 

► GARY: Are ya talkin' to me? 
Huh? Are ya talkin' to me? 
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Each month, we put together three tough tests of skill—if you're good 
enough to meet the PSM challenge, you can win cool prizes and see 
your name in print! Remember, only one winner will be selected from 
each challenge, so get your entry in early. Send in your entries to PSM 
Top This!, c/o Imagine Publishing, 150 North Hill Drive, Brisbane, CA 
94005. Sorry, we can't return any pictures or videotapes you send. 


rhis month's loor: the eagiemaH analog joysrich!!! 


Challenge #1: Resident Evil 2 

Any "A" Students Out There? 


Even our resident evil-master Steve will attest to 
the fact that Resident Evil 2 is very challenging. 
Beating the game isn't enough for him. After you 
have completed each one of the discs, you are 
given a ranking. Once you get an "A" rating on two 
of the four games, send us a videotape or photo¬ 
graph of both ranking screens (one for each disc}. 
The first entry we receive that meets both criteria 
will be the winner. Honestly—we've given you the 
walkthrough, so how hard can it be? 


Challenge #2: Bloody Roar 

Get All the Options 

Bloody Roar is one of the most original fighting titles 
to come through this office in quite some time. But 
not unlike many fighting games, it has a whole host 
of features you can unlock as you beat the game 
with different characters or on harder skill levels. 
Your mission is simple: unlock all of the options in 
the Bonus options screen, and then send us a pho¬ 
tograph or videotape of the screen. The first entry 
we receive will be the winner. You might want to 
check out our strategy on page 92 for some tips! 


Challenge #3: Gex 2 

Pssst...Wanna Know a Secret? 


As you should have seen in our tip sleeve by now, 
Gex 2: Enter the Gecko has plenty of secrets. Gex - 
meister Noah has spent countless hours trying to 
get every single one, and he will tell you it's definite¬ 
ly not for the weak-willed. He claims that the tough¬ 
est secret to get is the hidden cinemas after you col¬ 
lect the three clapboards. The first person who 
sends us some photographs or videotapes of all 
three of these hidden movies will be our winner. So, 
can you keep a secret? 
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Oh no—we're almost at the end of the issue! Man these things go 
by fast... Anyways, before we go, here are a few parting shots: 


► Aw, isn't that just the cutest thing you ever saw? Han and Leia 
atop the wedding cake of Bill Paris and Gina, his lovely bride-to-be. 


▲ Check the lower corner of this club flyer— 
oh yeah, PSM knows where the party's atl 


4 In case you hadn't noticed, Sony has blitzkrieged major 
U.S. cities with PlayStation-branded ads on billboards, 
buses, and at bus stops. Just check out Parappa in San Franl 


A Our resident 
DJ Noah recent¬ 
ly took his west- 
coast Play¬ 
Station style to 
the heart of the 
underground 
club scene, jolly 
oi' England. You 
can tell he 
knows exactly 
what he's doing. 


4 More Sony 
adsl You just 
can't escape 
the ruthless 
PlayStation 
invasion! 


► Damn, 
Noah hogged 
up all the 
cool trips this 
month! Here 
we see him 
taking a 
quick pit stop 
after school¬ 
ing everyone 
at the race¬ 
way. After 
this picture 
was taken, 
his car spon¬ 
taneously 
blew up. 
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the place re buy, sell, or trade games, peripher¬ 
als, and anything else related to the playstation 
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► Air Razor ing memory cards, game sharks, 

evil_inferno@post1.com strategy guides, controls, cables, 

Richmond Hill, Ontario I4c2b3 good games; cases. I'm even look- 

Canada ing for posters and insef^^Any- 

Trade Type: Want Item: Console thing pertaining to PlayStation, let 

\ ^ 11 * Ty i “ , *-i» 1 ~ _4, < t-i * m ~ i ■ J" y- f 

System, Games, Accessories, Other / me know about (PSM doesn't 
| Description: I am looking for any count, and you shouldn't be want- 

| accessories for PlayStation. I'm talk- ing to get rid of them anyway!) 

: v-. i , ' Tf m =£ * ?? _ ' **- £ 1 jlT* ?JYIr 1 .-v” f wCffi/i?''! *• 


►- Les Allard 

185525@sbuniv.edu 

915 W, College #a10 

Bolivar Missouri 65613 

Trade Type: Want Item: Console System 

Description: Sony PlayStation (new style) wanted 

with or without extra accessories or games, for 

less than $100 (more depending on extras). 

► Larry Redden 

ldr2@aol.com 
3404 Anchor Dr. 

Plano, Texas 75023 

Trade Type: Want Item: Accessories, Games 
Description: Looking for used Wipeout XL and a 
four-player adapter. 

► Mitch Johnson 

m ad mitch@we btv.net 

303 S. Airport Rd. #140 

Seymour, Indiana 47274 

Trade Type: Sell, Trade, Want 

Item: Console System, Accessories, Games, Other 

Description: I have over 200 games and over 50 

CD-R games. Lots of accessories, too. Buy, sell, or 

trade for anything. 

► Brian Behnke 

bbeh-tis@seatimes.com 
419 19th Ave., E. #6 
Seattle, Washington 98112 

Trade Type: Sell 

Item: Console system, Accessories, Games 
Description: I’m selling my PlayStation, games 
(roughly 10 games), Sony memory card, 2 Sony 
control pads, and Sony six player game pad exten¬ 
sion for $300.00+shipping. The machine has 
been modified to play regular CD-R media. 
Games included: NFL Gameday '98 & '97, MLB 
'98 ; NBA Shootout, Rage Racer, Tomb Raider, 
Soviet Strike, Nuclear Strike. ,.\i interested, let me 
know and 1 can give you a better breakdown of 
my games. 

► Kasai Reynoso 
Royalcwn@aol.com 

Los Angeles, California 
Trade Type: Games Wanted 
Description: Willing to trade PlayStation games or 
cash for any classic compilation games (especially 
import games), and classic 8-bit Nintendo. Also 
Colecovision, Atari, Intellivision, Vectrex system 
and games. 

►- James Rose 

rose@typhoon.coedu.usf.edu 

13404 Village Circle #102 

Tampa, Florida 33617 

Trade Type: Sell, Trade Item: Games 

Description: I have three games to self: 

Warhawk, Steel Harbinger, and Battle Arena 

Toshinden. I will also trade for other games. 

►»- Jason Kulas 

jkulas@bigfoot.com 
493 Madison Rd. 

Durham, Connecticut 06422-3206 
Trade Type: Trade Item: Games 
Description: Let's trade—I have Tomb Raider and 
Twisted Metal 2. I'd like WarHawk, Soul Blade, 
and Dynasty Warriors. Or, make an offer. Not 
interested in sports or RPGs. 


Bb*- James Hays 

James@Hays.org 
8215 184th Dr. S.E. 

Snohomish, Washington 98290 
Trade Type: Sell, Trade, Want Item: Games 
Description: Will sell or trade MK Trilogy, Resident 
Evil D.C., Oddworld, Twisted Metal 2, Wipeout, 
Tekken . All in mint condition. Looking for Tekken 2, 
Street Fighter Ex Plus, SF Collection, Soul Blade, 
PaRappa, Fighting Force. Will buy, trade or sell. 

AndyCho 

K4Kemp@aol.com 

9010 N. Keeler 

Skokie, Illinois 60076 

Trade Type: Sell or Trade Item: Games 

Description: I would like to sell Resident Evil for 

$20, NBA Live ‘97 for $20, Final Fantasy for $30, 

Twisted Metal 2 for $25, and Tomb Raider for $20. 

► Joey Stevens 

shifflettms@hotmail.com 

1630 Wickham Lane Apt. 66 

Waynesboro, Virginia 22980 

Trade Type: Sell, Trade, Want 

Item: Accessories, Games 

Description: For sale or trade: Criticom, MK3, 

Resident Evil, Destruction Derby 2. Wanted: Cool 

Boarders 1 or 2, Tomb Raider, Spider, Oddworld: 

Abe's Oddysee, Fantastic Four. Thanks!!! 

► Angel Mejias 

Farside377@aol.com 
Corona, New York 11368 
Trade Type: Sell, Trade Item: Accessories, Games 
Description: PS Games For Sale or Trade in NY 
area: Soul Blade, SFA2, Jet Moto, Twisted Metal 
2, and Final Fantasy Vll Demo Discs 1 and 2. Also 
looking to get rid of Japanese N64 with acces¬ 
sories. Best offer takes it!! Looking for PlayStation 
games and accessories. 

►- Mecca 

emeka1@aol.com 

1280 Ocean Ave. #4A 

Brooklyn, New York 11230 

Trade Type: Want Item: Accessories, Games 

Description: Memory Cards, Turbo Controllers, 

Multi Tap, Game Day ' 98, Street Fighter FX Plus, 

Street Fighter Alpha 2, Games!!! 

► Matt Graham 

mgraham@mindless.com 
Trade Type: Trade, Want 
Item: Accessories, Games 
Description: I am willing to trade MK Trilogy for a 
good game in return, I'm also looking for a Play¬ 
Station deluxe carrying case. Thanks for any reply. 


► Dustin Gore 

420 Walnut 

Weston, Missouri 64098 
Trade Type: Sell, Trade Item: Games 
Description: Wilt trade Magic: Battlemage or 
Mech Warrior 2. Want two memory cards for each 
game or will sell for $30 each. 

► Victor Burgos 

psxmasterl ©hotmail.com 

Trade Type: Want 

Item: Console System, Accessories, Games 
Description: Used PlayStation, link cable, games. 

► Kevin 

jedikev@rocketmail.com 
Alberta, Canada 

Trade Type: Want 

Item: Console System, Accessories, Games 
Description: I want a PlayStation for a good deal. 

I also want a memory card, and Final Fantasy Vll. 

►- Jonathan Holland 

dianna@. usit.net 
5455 Flatwoods Rd. 

Camden, Tennessee 38320 
Trade Type: Want Item: Games 
Description: I’m looking for Nightmare Creatures 
and/or MK Mythologies for PlayStation, i will trade 
just about anything.You can e-mail me and I will tell 
you all my games for PlayStation. Please e-mail 
me if you want to trade! 

►- Lindsay Mize 

320 Main St. 

Culloden, Georgia 31016 
Trade Type; Sell, Trade Items: Console, Games 
Description: I am interested in buying or trading. 
I'm looking for a new/used 3DO (Panasonic FZ1 
Model Only!). Also looking for Resident Evil, 
Worms, Tekken 2, Wild Arms + Strategy Guides 
for each. Willing to trade Tomb Raider, Need for 
Speed 2, and Jet Moto. 

► James Agpoon 

1810 E. Main Street 
Waukesha, Wisconsin 53186 
Trade Type: Sell Item: Games 
Description: The following are all imported 
Japanese games for sale: Street Fighter EX + 
Alpha ($35); Sangoku Musou ($30); Speed King 
($25); Namco Museum Vol. 3 ($25); Xevious 3D 
($30); Tobal No. 1 ($30). Prices are negotiable. 

► Dean 

poker@siu.edu 

Trade Type: Want Item: Games 
Description: Beast Wars 


Joseph 

2276 Marina Slvd. 

San Leandro, California 94577 
Trade Type: Sell, Trade Item: Games 
Description: Games to sell— Tobal 2 for import 
PlayStation for $45. Dragon Ball for $30. I'm look¬ 
ing for Dragon Ball Hyper for Sfm. Will trade. 

► Joey Lyle 

PO Box 535 

Moriarty, New Mexico 87035 
Trade Type: Sell, Trade Item: Games 
Description: Want Wipeout XL. Will trade almost- 
new Resident Evil for it. Will sell RE for $20-$25. 

► Benjamin 

warlordl 23@hotmail.com 

1436 6th Ave 

Oakland, California 94606 

Trade Type: Want item: Console System 

Description: I want a PlayStation System. Please, 

not too high of a price. 

Peter Beattie 

petrus@mnsinc.com 
General Delivery 
Woodville, Virginia 22749 
Trade Type: Sell, Want Item: Games 
Description: I'm looking to sell ’/ Tennis for $10 
shipped, or in trade for Beyond the Beyond. Also 
interested in buying LOK: Blood Omen or Beyond 
the Beyond. E-mail (or, uggh, write) if interested. 

► Maxim Motenegro 

42371 MaskuazCt. 

Temecula, California 92592 
Trade Type: Want Item: Accessory 
Description: Japanese Sony Dual Analog Con¬ 
troller with feedback, in good condition. 


►- Joe Bradley 

19913 Brite Valley Rd. 

Tehachapi, California 93561 
Trade Type: Want, Trade Item: Games 
Description: I am selling Blood Omen: Legacy of 
Kain ($25), Sentient ($25), Ridge Racer Revelation 
($25), Beyond the Beyond ($30), D ($25), and Jet 
Moto ($30).! will trade any of them for Secret of 
Mana (SNES), Castlevania SOTN, Game Shark, 
Arc the Lad 1 or 2 (all with instructions). 



If you'd like to place your own, 
ad in PSM, just jot down your nai 
address and/or e-mail; 
you're looking to trap 
give us a brief descriptipi 
offering or want. Sent 

PSM Marketplace, 
c/o Imagine Publishing 
150 North Hill Drive 
Brisbane, California 94005 

. : 'I-,.--’--.’. : ■ 

You can also send e-mail: to; 

‘ .: ; .. • •' •• .*4'J* : .T/v,' w ii-::;: v 

psm@imaginemedia.com 

Put "marketplace" in the subject 

BTW, we can't vouch for the credibility of 
any of the people who place ads here; $< 
swap at your own w pg 
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W We originally planned to run our "Wacky Games" feature for 
this issue, but confound it, we just plain ran out of space! Next month we're 
giving it to you for sure. Just think of this feature like any common videogame 
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